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HIGH-REALISM STRIKE FIGH 
^F/A18^ 

follows on from the highly 
successful and ultra realistic FA/18 Hornet and takes the 
term simulation to the extreme. With the excellent 
gameplay and exceptional realism of Hornet, Korea also 
brings with it outstanding graphics. 



FEATUBES: 

• Three theatres of operation, all featuring rolling 3D terrain and 
atmospheric effects. 

• Accurate flight dynamics closely simulate the Navy and marine 
strike fighter aircraft. 

• Exceptionally detailed avionics are closely modelled to provide accurate 
reproductions of the FA/18 Korea flight systems. 

• Unique graphic engine delivers fast and smooth in-game graphics, even on an 
unaccelerated PC. 

• Superior 3D graphics capabilities including Native 3Dfx Glide support for the 
finest accelerated 3D graphic effects available. 


TER 


For product information and availability, check out our web page at: www.empire.co.uk 



































• European version includes an extra 18 missions 
which are not included in the US version. 

• Advanced mission editor provides design 
control over all available units within the 
Korean theatre. 

• Connect up to 4 computers via 
network for multiple player action. 

Includes 6 network missions designed 

to enhance multi-player play. ^ 

T B ' 

• Huge arsenal Includes B-57 1 

Tactical Nuke. \ ^ 

• Standard product includes full % 

Pilots Manual written by a former 

Marine ‘Strike-U’ instructor and FA/18 
Hornet pilot. 

• New aircraft types and anti-aircraft units, including 

F-14D Tomcat, B2 Spirit, Patriot, Hawk and various SA-2 variants. 

• Exclusive multimedia training classroom provides over 90 minutes of 
flight combat instruction. Includes 6 training missions in scenic Hawaii, 

• New network theatre set in Fallon, Nevada. 

• Tested by Combat Pilots. 
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3D adventure gaming may never be the same 
again fniiowing the reiease nf interpiay’s 0/e By 
The Sward. We reveai just what it is that makes 
this game speciai in an exciusive review 


On Your GO 

Exclusive playable demos for Die By The Sword and 
Powerboat Racing grace this month's CD 


Front Lines 

We break the news on Virgin's Dune 2000 and 
Microprose's Ml Tank Platoon II 


On the Orawing Board 

A round up of Cendant's (formerly CUC Software) exciting 
1998 line up 


First Sightings 

finai fantasy VII — Find out more about the 

conversion of Squaresoft's epic PlayStation adventure game 
GP Legends — Move over FlGPII, Cendant's GP Legends 
is coming through in the fast lane! 


Previews 


The latest on Starcraft, Armour Command, Motorhead, Fifth 
Element, Redline Racer and Plane Cronin this month's previews 


Showcase 

As it nears completion, we fly Stateside to find out the 
latest on how Half-life is progressing 


Reviews 

This month we have exclusive reviews of Ultimate Race Pro, 
Die By The Sword and Powerboat Racing 


Budget Reviews 

If you want a game for under £15 but can't decide which 
one to buy, our budget reviews section will help you 


Oigital Entertainment 

A look at some of this month's new multimedia titles 


PenOltimate 

More readers air their opinions and views in another 
packed letters section 
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Wired Gaming 

Acrophobia gets the UPC treatment as we get bowled over 
by this entertaining Internet game 


GyherSpace 

A round up of interesting and informative Web sites for 
PC gamers 


Suhscriptions 

The UPC subscription offer continues, with readers able to 
get twelve issues for the price of nine! 

fips 

140 Men in Black “ A full solution 

14G Riven “ Crack the game with our complete guide 

154 Mini Tips ■“ Essential cheats and codes 


Back Issues 


You're holding issue seven in your hands - if you 
missed the first six, order them from here 


Next Month 

Find out what we have lined up for you next month / 


’M 
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Do we have a treat in store for yon this monthi Not only do we have 
an exclDsive playahle demo of Die By The Sward hot also a hunch nt 
great flight simulatnrs for all you high flyers nut there! 


DisHSeuen 


Release: April Platferis: Win 85 + BM X, 3BFX eoiepaUbie Coelrols: Keis, oioese, leypail 


IJIhis month we have managed to secure the ultimate exclusive, the game that promised to slice off 
the head of Lara Croft, but sadly seemed to retreat in a state of panic. The game boasts a new way of 
controlling combat moves using mathematical data rather than motion capture techniques. This has 
made the game rather difficult to get the hang of, so try out this demo and see what you think. 
Though they haven't quite got the thing right, it's good to see developers trying to give players ^ • 
more freedom of movement. This demo lets you get to grips with the difficult sword handling ' ^ 
- you can use the mouse, which is the hardest of the lot, the number keys or a game pad. 

The Arena mode is available here where you will be pitted against a _ 

range of creatures beginning with an aggressive Ore followed by a 
shifty little skeleton figure. You must avoid the lava under the bridge 
at all times. Unfortunately the Quest mode has been disabled for 

this demo, but you can see 

an introduction to in H 

store. The A1 demo also 
gives you an insight into 

how the game works. For wsk' ^iBSkr 

niore information about the 
controls and such like 
there is a Read Me file on 
the Ulumate PC disc menu. 


II his month we bring you an exclusive playable demo of Powerboat Racing. This speedboat ■ ' 

radng game is an adrenaline-fuelled water ride, both above and below the surface. The game ^ 

features many surprises through its many circuits, which provides enough variety to keep even the 

most restless gamer happy. This demo gives you a sneak peek at the game, with the option to 
play a two lap race in the arcade mode. You will race against five other boats (all CPUs) around 
the New York circuit. If you manage to complete these laps in the allotted time there will be a 
bonus feature waiting for you. Players will only be able to select the monohull boat but it is 
probably the most fun to drive anyway. The controls are pretty simple - just use the cursor keys 
to move left, right and forward and ';' 

flipping 

' 

accelerated, but Still runs fast in 

software you 

more about the game then check out 
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More and mo 
Windows '95 games now 
require DirectX, which is 
why we've stuck a version 
on the CD for anyone who 
hasn't already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 


Requirements 

The UinwATE CD is optimised 
for machines with the 
following specifications: 
P75, Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 


Disclaimer 


Whilst every care is taken 
with the testing, production 
and installation of Ultimate 
CD, Rapide Publishing 
cannot accept any 
responsibility for loss or 
damage occurring during its 
use. We strongly advise that 
you have back-up copies of 
all your important files and 
applications before 
installing any new software. 


The Ultimate CD is 
thoroughly tested for 
any faults and is in full 
working order before it 
is distributed. However, 
should you have any 
problems of any kind 
you can ring our special 
Ultimate PC helpline 
between the hours of 
3pm and 6pm. The 
number to ring is: 
01392 495155 









































RECENT RAVES 
Nuclear Strike 

This helicopter arcade shooter was a big success last 
year. If you didn't get a chance to play it then, have a 
go on this playable demo. This mini level was 
especially created for the demo so it is not as big as 
you get in the full game. The helicopter constantly 


stays at the same height so all you have to concentrate 
on is moving about and firing. The cursor keys move 
you about the map, space bar fires the » 

chaingun, 'x' fires the Hydra Rocket, 'z' fires the 
Hellfire Missile and 'c' fires Sidewinders. If you run 
out of ammo simply hover over the ground supplies 
and a winch will pick them up. 








PHbllsiier: Red on Release: Out Now Platforn: Windows RS Cestrois: Moose 

!his, the third in the point and click adventure series from Red Orb, brings a whole new 30 engine 
to the genre. A new 360 degree viewing system makes this game a real stunner. This playable demo 
introduces you to the world of Atlantis and the life of agent Gage Blackwood. It is your job to save the universe by . 

finding the missing pieces of a powerful medallion. This demo gives 
you a glimpse of this world with a trailer introduction and drops you 
into one of the locations from the game. You can explore the world 
using your mouse (there is a cursor guide on on the demo screen to 
help you out). The cursor is used for navigation, interaction with 
characters and other special actions such as capturing images. The 
interface displays collected items, a hologram of your current image 
(you can change the way you look to other people so you don't look 
suspicious). Simply click on 'install' from the menu and then go to 
your start menu under Red Orb. 


F/A-18 Korea 


PRblistier: Enpire Release: April Piatfern: Windows 9S Controls: Keys, Joystiek 


DIhis, the first of our flight sim demos this month, features the less often featured F/A-18 fighter. Most fighter 
based flight sims use the F22 these days so it is nice to see a break from the norm. The Hornet in this game has been 
modelled as close as possible to the real life plane, though many of the features will not be available in this demo. 
What you do get though is a single mission where you can fly in the Korean theatre. The Read Me file on the disk is an 
essential read before you even bother to strap yourself in. To give you a hint though, once you have 

loaded the game up (it will be in the Graphics 
Simulations folder on your C drive) go 
straight to the Ready Room. To taxi 
you way to the runway just press Shift G to 
clearance from ground control and for the throttle. From 
there on in you are on your own. Play about with the missions editor if 
you find yourself on the ground more than in the air! 


JourReyman Projeat 3 


Wing Gominander Propleay 


Pubiisber: EA Release: Dot New Platforei: Wie 95 + Direct X Coetrols: Keys, pad 

ID his is a testing time; the universe is on the brink of disaster and it is 
your job to save it. An alien menace is at large and the TCS Midway is the 
only line of defence. You are Lieutenant Lance Casey and it is your job to secure 
the system, protect transports and stop the enemy carrier in your Alpha Wing. This demo lets you 
play four unique missions that are not available in the final game. Once installed using the self extract 
system, all you have to do is go to the Ready Room, choose a mission then visit the Briefing Room and 

choose 'fly.' There is a list of the main 
keys before you begin and you can check 
these by pressing Escape at any time. Bear 
in mind that the minimum specs for this 
game are a P166, so if you have anything 
lower, expect a bumpy ride. 
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f-22 Raiitor 

Pubiistier: Novalogic Release: lat Now Platforro: Win SS + iirect X Gontrois: Keys and joystick 


pjiges_I 

Joint Strike Fighter 


JSF is Eidos' remarkable attempt at producing a flight sim. This 

playable demo, if you haven't seen it already, lets you play through 

a test flight. All the screen and playing options 

can be altered in the game, such as whether you ' - 

want to start on the runway or not, and for s. ^ 

novices try changing it to easy aiming. 


Nexen II 


This Doom-like playable demo lets you wander through the 
dark and gloomy world fighting often bare handed against all 
manner of foes. You can choose to play either Paladin or the 
Assassin through this one level. To control the character simply 
use the cursors. Space bar to crouch, 'a' and 'z' to view up and 
t down. If you need more details then press 'FI' in the game. 





ril e gave this game a favourable review a few months back, mainly due to its impressive 3DFX looks and the ability to join the Novalogic Novaworld online and 
play against other people in other vehicles. This demo gives you the chance to try out the game with a quick mission set in Africa. The Raptor squadron is ordered 

into a no-fly zone and are asked to open fire on anything that does not comply with the UN orders. Again, the main 

problems are the keys, so if you are have trouble 
then just press ?' for help. To get yourself off the 
ground all you have to do is press Backspace to 
start your thrusters, wait until you reach 150kts 
and then pull back on your 
joystick. Lift up the landing gear 
by pressing 'g' and they follow the 
waypoints into battle. The number 
keys toggle your weapons and 
Spacebar is used to fire. 


Falcon 4.0 






Pubiistier: MIcroprsse Release: April Platforni: Win SS + Direct X Contreis: Keys 

Qlicroprose give you the chance to fly their fighter simulation 
this month, the F-16 Falcon. This sim is much more action oriented, especially in this demo as the 

only option you have is to play the Instant Action 
mode. This really drops you into the melee. No 
need to bother with that taking off business you 
have a flying start. The two missions. Fighter 
Sweep and Moving Mud, put you up against 
unlimited targets to see how long you will last. 
Your job is to shoot down as many aircraft and 
ground targets as you can. We strongly suggest 
you view the Read Me file before as there are many 
keys to control this beast, but don't let that deter 
you. The enemy are hungry for a challenge! 





Air Warrior III 


Publisher: Interactive Magic Release: April Platfurm: Windows SS Cnntrois: Keys 

Ihis demo gives you a chance to take the air in some vintage World 
War II planes rather than your modern day fighters. Luckily this makes things a bit simpler to 
get your head around. The demo includes two missions an Instant Action mission and a 
Historical mission where you get to fly with the U.S. Navy squadron. Once installed simply run 
the demo from your start menu under I-magic games. To calibrate your controller simply click 

on the hanger label found on the 
opening screen and then click on 
the P-40 in the foreground of the 
virtual airfield to enter the 

instant action mission. The 

simplified description of the controls is as follows: 'c' and V for throttle increase and decrease and 
T for fire guns. The game is best played online as it is one of those games where you can have hundreds of 
planes flying at once, hence the basic graphics. Unfortunately the online feature is disabled in this demo. 
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Conquest Earth 


If you didn't catch our Issue Three then you may be interested 
in this groovy little screen saver for Conquest Earth. It is 
remotely playable in a sort of Space Invaders style with rows 
of aliens shooting down at you from a great height. Of course 
the longer it takes you to shoot them down, the faster the 
aliens move. This is a fun way to spend a few minutes. 



CDpages 


Jet Fighter Full Burn 

This non-playable demo runs more like a news clip, allowing you to sit 
back and enjoy the thrills and spills of fast-paced, sky high, top 
gunning action. Sound good? Simply click and run. 


Unfortunately due to circumstances beyond our control some people 
may find they have problems installing the Cart Precision Racing demo. 




In issue five of Ultimate PC we wrote favourably about this 
top-notch basketball game, and now you have a chance to try it 
out for yourself. The demo lets you play to your 
heart's content against a number of strong teams. 

Check out the Read Me file for information on controls 
and gameplay tips. The game looks really good with a 
true 3D court to bounce your balls on. EA have done 
a good job of updating the teams and players 
available but don't expect to see everything in this 
demo as many of the options have been left out. The 
good thing though is that there is a 3DFX version of 
the demo too for people who have the hardware. 

Remember, it's in the game. 




_Jhis playable demo gives you a good look at Novalogic's excellent 
tank simulation. Players join the 7th Tank Battalion and must 

engage in battle against the OPFOR. 

The demo gives you a chance to play through the final training mission from 
the full game. The game map is large enough to get a feel of how the tanks 
manoeuvre. The landscape is somewhat deserted apart from a number of 

vicious opponents. This mission is basically to test your platoon leadership skills but you don't have to worry about that if 
you are not fussed. There is no Read Me file with this demo but here are the major key controls. The different cockpit views 
are to be located at the left-hand corner of the screen, it shouldn't take you long to figure each one out! Use the cursor 
keys to move the tank in various directions and 'w' and 's' to elevate the gun barrel. To rotate the turret separately use 'a' 
and'd' keys. The Spacebar is used to fire and ',' to select shell type. You may find that you need a helping hand with some 
of the enemy, by pressing 'o' you can give orders to the three other tanks in your platoon. Flappy hunting! 


Armoured Fist 

Publisher: Nevaiogic Belease: Out Now Platform: Windows 95 Controls: Keys 


2 


Balls Bf Steel ^ 

Publisber: 6T Interaotive Release: April Platform: Windows 85 Controls: Keys 


% 


Ulhis new pinball game features five tables but only one of these is available 
in this Shareware demo. The tables are actually quite large in scale and the view they give does 
not capture the whole table at once. The camera does all the moving. To move your flippers 
simply use the two Shift keys and press Return to shoot the ball - things really are that simple. 
You only have the tournament option however which does calculate your scores and 

allows you to post them on to the Worldscores tables on the Internet if you so 
wish. This mode only allow you three balls and the demo is restricted to 30 
day's playing time. Check out the review of the full game in this issue! 
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If you’re after news on all the latest upcoming releases and want to know what’s 
going to he hot and what’s not, then you’ll find it at the Frnnt Line. 




I B he long, cold nights of 
winter have finally passed us 
by and so, it would seem, has 
the traditional post-Christmas 
dry season. Whilst we only had 
a handful of reviews last 
month, March has seen us 
rocket past the twenty mark 
again. Amongst those we have 
for you this issue are 
exclusives on Die By The 
Sword, Powerboat and 
Ultim@te Race Pro. This month 
we also take a look at 
Electronic Arts' superb Dark 
Omen, Virgin's Battlespire and 
Gremlin's Actua Golf 2. If you 
fancy something a little bit 
saucier than a round of golf, 
we've also a full review of Take 
2's Lula - a game which 
challenges the player to build 
up a thriving porn business! 

As well as more reviews, we 
also have more previews for you 
this issue as we take a look at 
some of the most exciting 
games due for release over the 
next couple of months. 

Amongst them are Cendant's 
(formerly CUC and before that 
Sierra) highly promising Grand 
Prix Legends, Starcraft and 
Half-life. Eidos' PC conversion 
of the PlayStation hit. Final 
Fantasy VII also comes under 
scrutiny in a special four page 
First Sighting. 

For fans of Civilization II 
we have a real treat this 
month as we chat to the 
game's lead designer, Brian 
Reynolds about his latest 
collaboration with Sid Meier, 
Alpha Centauri. We also speak 
to George Broussard about his 
part in the development of 
Duke Nukem Forever and 
other forthcoming 3D 
Realms products 

With full solutions to Riven 
and Men in Black propping up 
the back of the magazine, as 
well as a special report on Cyber 
Cafes, we hope you'll find this 
month's magazine an interesting 
and informative read. 


Return to Arrakis 


n 1992 Westwood Studios released a 
revolutionary new game that was to influence 
gaming for years to come. That game was Dune 2 - the 
very first title to offer real-time strategy. Six years later 
Westwood and Virgin have announced that, in response 
to growing consumer demand, a sequel. Dune 2000, is 
now in development. Set for a spring release, the new 
game will feature a control interface similar to that seen 
in Command and Conquer as well as new high resolution 
graphics. All the old favourite units, such as the Sonic 
Tanks and Sardaukar will make a comeback, as well as 
the troop-devouring Sandworms! As with the original 
game, players will be able to represent either the House 
of Atreides, Ordos or Harkonnen as they battle for 
control of the valuable Spice. 

Aside from improved graphics. Dune 2000 will also offer 
fans of the original game their first chance to play against 
other humans via the Internet or a Local Area Network. 
Brett Sperry of Westwood commented, "Dune 2 is still very 
popular with our fans. We decided to update the classic and 



give Dune fans, for the first time ever, the experience of 
playing head-to-head. At the same time, we're giving 
players who are new to the game a chance to experience 
this fascinating world." 

Although the current trend in real-time strategy seems 
to be shifting more towards the more immersive first- 
person perspective games like Battlezone and Upnsing, 

Dune 2000, with its top down view, is nevertheless destined 
to be a huge hit when it is released this spring. ■ 
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Empire Team up With Taionsoft 

The long standing relationship between Empire Interactive 
and US Developers Taionsoft looks set to continue with 
news that the two have signed a deal that will see Empire 
publishing another three of Talonsofts forthcoming games. 
Having already published the Battleground series and more 
recently Eastern Front, Empire have now signed up Eastern 
Front Mission Pack 1 (how many will there be?). Western 
Front and Operational Art of War 1939-1955. 


PowerVR 3 to be Unveiied 

By the time you read this Videologic will have unveiled 
their powerful new range of 3D graphics cards based on 
their new PowerVR 3 chipset. Although exact details 
about the new chipset are being kept secret for now. 
Videologic claim it can compete with 3DFX's Voodoo 2 
on even terms where performance is concerned. The 
new PowerVR 3 cards are expected to retail at a cheaper 
price than the Voodoo 2 ones though. 


Mace 

Traditionally, beat-'em-ups have never fared too well on 
the PC, but that could all be about to change with the 
upcoming release of GT Interactive's Mace. As the name 
suggests, the game is not about fists and feet but about 
weapon skills, with players able to wield all kinds of 
weapons from longstaffs to ball and chains. Graphically 
the game is looking very tasty and the action looks fast 
and smooth. Find out more next month. 




Ml Tank Platoon II 


random battle generator which will provide a unique challenge 
every time. The dynamic structure of the campaign game (as 
well as several different theatres of war) should also guarantee 
plenty of challenges for the single player. For those that prefer 
to pit their wits and skills against those of other gamers, Ml 
Tank Platoon ITs multiplayer options shouldn't disappoint. Up 
to four players can take charge of a tank each via a network, 
or two players can link-up directly through a modem or serial 
connection for some intense head-to-head action. 

With the original game's creator, Scott Spanburg, behind 
the project. Ml Tank Platoon II promises to follow its 
predecessor in establishing a new benchmark by which all 
other ground warfare 
simulations will be 


ith the proposed merger with GT Interactive called 
I off. Microprose will be looking to consolidate its 
position as one of the world's leading software publishers 
throughout 1998, starting with the eagerly-awaited release 
of Ml Tank Platoon II. 

The sequel to the 1989 smash-hit. Ml Tank Platoon II will 
constitute three main modes of play; single battle, campaign 
and multiplayer. In the single battle game players will be able 
to command a platoon of four Ml tanks and fight numerous 
historical and hypothetical engagements against a wide range 
of different opponents. Should they prefer, there's also a 



judged. With 
Novalogic's impressive 
Ml Abrams II already 
out on the battlefield 
though, it's 
certainly got some 
stiff competition. ■ 


Populous: 

The Third Cooiiog 

It's now long overdue, but Bullfrog's 
Populous: The Third Coming is finally 
nearing completion (okay, we've 
heard that one before, but it really 
is nearly there). This is the third 
title in Bullfrog's popular God-sim 
series, although this latest 
instalment is a world apart from the 
original. Set within a 3D world, 
players must shape the environment 
to help their worshippers to thrive 
and then lead them into battle 
against those that worship false 
gods. Promising an intuitive control 
interface and some superb graphics. 
Populous: The Third Coming has 
'classic' status written all over it and 
looks set to prove to the world that 
Bullfrog is still one of the premier 
development outfits, even without 
the services of Peter Molyneux. 



SiiaSooo 
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F-1S 

With a flight model that's based on 
US Air Force data. Electronic Arts' 
F-15 should offer flight sim fans a 
realistic feel of what it must be 
like to fly one of the world's top 
fighter planes. Developed by flight 
sim experts Jane's, F-15 features a 
3D virtual cockpit, Internet 
multiplayer support, several 
campaigns based on real conflicts 
and step-by-step tutorial missions 
to help ease beginners into the 
game. With some mouth-watering 
graphics to boot, F-15 looks an 
impressive title. We should have a 
review next month. 


Area 51 

Although nothing has been offidally announced, Ubisoft 
are rumoured to be working on a new title that's 
provisionally been titled Area 51. Unlike the PlayStation 
game of the same name, players won't be a gung-ho marine 
sent in to wipe out crazed aliens, instead they'll play an 
alien themselves. Trapped inside the top secret military 
base, players will have to find their way through dozens of 
expansive levels as they try to find a way out of the base. 


Flight Unlimited II Downed 

Apologies to everyone who noticed last month's cover 
cock-up regarding Flight Unlimited II. The game was 
mentioned on the cover, but as several of you noticed, 
was nowhere to be found inside the magazine. This was 
because, although we had the game in and planned to 
review it, the sheer scale of the title meant we 
wouldn't have been able to give it a fair review in the 
time we had. Sorry! 


Three Lions 

BMG Interactive are set to jump on the World Cup 
bandwagon with their own arcade football game. If 
you're wondering exactly what Three Lions has to do 
with football and think it sounds like a strange name, 
then you're not alone! Rather than name the game 
after a player, team, or even the World Cup itself, BMG 
have named it after the three lions on the England 
football team emblem. 
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Godemaslers’ Top Score 
with Brian Lara 


yirj|njake to the Skies 


Battiezone 

Publislier: Activision 


Aetna Soil 2 

Publistier; Gremlin 


B remlin's Actua Sports range will undoubtedly grow in stature with the release of this accomplished golf 

_ simulation. Packed with different gameplay options and superbly designed courses, Actua Golf 2 sits at the 

top of the leaderboard as one of the best games of its kind. If you're into your golf and are after a detailed and 
realistic simulation of the sport, then this game comes heartily recommended. If you want to know more, you'll find 
a complete review of the game on page 82. ■ 


ctivision look to have scored themselves a real winner in the form of Battiezone. Developed in the States in- 
house, the game takes the real-time strategy genre into a new dimension. Rather than the top down view of 
most C&C-style games, Battiezone immerses players in the thick of the action through a first-person perspective. A 
wonderfully intuitive control interface, gorgeous graphics and demanding gameplay make this one of the most stunning 
titles we have seen. ■ 


Bark Bmen 

Pubiisber; Flectronic Arts 


O f all the cricketers in the world, Brian Lara, the 

current West Indian captain, must rank as one of the 
most famous. Having knocked England all around the ground 
on more than one occasion, he's up there as one of the best 
batsmen of all-time. No surprise then that Codemasters have 
signed him up to front their new PC cricket sim. Aptly titled 
Brian Lara Cricket the game is due out in time for the start of 
the English county season and will field full motion captured 
animation (presumably taken from Brian Lara himself) and 
accurately modelled cricket stadiums from all around the 
world. Players will be able to perform a comprehensive 
range of batting strokes and employ all the different 
bowling styles as they take part in anything from limited 
overs matches to full five day tests. 

Having already charted notable success for 
Codemasters on the Megadrive in 1995 and 
1996, the company will be hoping Brian Lara 
Cricket '98 can now do the same for them on 
the PC. Having already impressed with Jonah 
Lomu Rugby, hopes are high that Codemasters 
will deliver a decent simulation to long 
suffering fans of the sport. ■ 


n f the numerous F22 flight sims out on the 
market haven't satiated your need for high 
speed, high altitude combat, then perhaps Virgin's F-16 
Aggressor will. Designed around the F-16 Falcon, this 
new flight combat sim features 40 different missions 
spread across four tough campaigns. The game's 
big selling point is that it will run on anything 
from a top-of-the-range PII 266, 
right down to a P90 without any 
slow down in the game. Other key 
features of the game include an AI 
system that allows enemy planes and 
land forces to react more realistically and an 
accurate flight model. One thing is missing 
from the game at the moment though - a 
multiplayer game. With the likes of Air Warrior 
III allowing for up to 120 human pilots to go 
head-to-head in huge combat zones, it's hard 
to see F-16 Aggressor carving a niche for itself 
in an already over-crowded market unless 
multiplayer support is added before the game 
is released. ■ 


a et in the Warhammer world. Electronic Arts' Dark Omen is a compulsive real-time strategy game. Cast once again 
as Commander Morgan Bernhadt, players must lead dozens of troops into battle against hoards of rampaging Ores, 
Goblins and walking Undead. Amongst the game's selling points are a gripping plot which draws players into the game, 
superb 3D graphics and, perhaps most importantly, a considerate learning curve. Check out this month's reviews section for 
a full appraisal of this compelling title. ■ 
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VIVA World Manager 

Keen to establish their own football brand name. Virgin 
have announced that work is underway on both an arcade 
football game and a football management sim. VIVA 
World Manager and VIVA Soccer are Virgin's big hopes for 
breaking in to this lucrative market. We caught a sneak 
glimpse of the management sim and aren't afraid to say, 
even at this early stage in development (it isn't due until 
August), that it is looking exceptionally good. 


Dead Ball Zone 

Anyone remember Rollerballl Or how about Speedball //? 
Futuristic sports games don't get much better than these 
two classic titles! GT Interactive will be hoping that Dead 
Ball Zone, developed by Rage Software, will be able to join 
these two in the all-time hall of fame when it is released 
in May. Just about anything goes in this energetic and 
violent sports game, as players try to score points against 
rival computer or human controlled teams. 


Stars 3 

Empire Interactive have confirmed that a third 
instalment of their absorbing space strategy game is 
due to ship later this year. A highly complex game of 
exploration, colonisation and conquest. Stars 3 is 
designed for the accomplished strategy gamer. Oh, and 
for those of you wondering what happened to Stars 2, 
well it seems that Stars was actually the second in the 
series! You learn something everyday... 


The Dawn of a New Era? 



ake a trip back in time to an era when 
I dinosaurs roamed the earth and Neanderthal 
man struggled against the elements in Virgin's 
forthcoming release. Dawn of War. Developed by Illusion 
Machines, this new real-time combat strategy title will put 
players in control of one of three different tribes whom they 
must guide through 30 mission-based levels. Players will start 
each game with just a tiny tribe made up of a small selection 
of individuals. Each of these tribesmen will have their own 
skills and attributes which players must successfully exploit if 
they want to overcome rival tribes. To expand their tribe 
players will have to build new structures, invent new 
technologies, manage their resources and encourage their 
populace to mate! To triumph on the battlefield players will 

also have to call on 
the power of the Gods. 

Although we're yet 
to see much of Dawn 
of War, it's clear that 
the game has 
enormous potential. 
Set within a 3D 
environment, the 




game already looks superb, even though it's not due until 
June. With up to eight players able to take part via a 
network, or the Internet, Dawn of War could be the hottest 
thing this summer (bar the World Cup obviously). 

If you want to know more about the game, check out 
Illusion Machines' Web site at 
www.iUusionmach1nes.com ■ 


Bam Bt War, the cool new game from 
Virgin, brings real-time strategy intn a 
new/Did era with some thirty nr sn 
missions based in a primeval setting. All 
we can say is, look out Age Bf Implresl 
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Dark Reign Mission Pack 

Whilst the release of a Hexen II mission pack is now 
pending (see elsewhere in this month's news), 
Activision have also revealed that there will be an 
expansion pack for Dark Reign. Titled Rise of 
Shadowhand this expansion pack will feature new 
units, 18 new missions, an 8-player multiplayer game, 
two new sides and an all-new music score. Dark Reign 
scored 83% in issue 3 of UmMATE PC. 


CM 87/98 Tops 1997 Charts 

It's official - Championship Manager 97/98 was the 
best-selling PC title of 1997! Figures from ChartTrack 
have revealed that Eidos' CM 97/98 outsold high profile 
games like Theme Hospital and Dungeon Keeper and 
even pipped Command and Conquer: Red Alert into 
second place and left Tomb Raider II trailing in third. 
The news will no doubt please Eidos, especially with 
Championship Manager 3 due out later this year. 


Monopoly Tops 1,099,900 

Hasbro Interactive passed a significant landmark last 
month when it sold the 1,000,000th copy of Monopoly 
for the PC. The classic board game has been converted 
on to various formats over the years, but all had failed 
until Hasbro's PC version. With network and Internet 
multiplayer options, animated graphics and competitive 
computer opponents, the board and dice property 
puzzler has finally made it as a computer game. 





Telstar’s snappy new title Wrecking Crew puts 
players in the driving seat uf a number nf 
classy Innking vehicles - what fun! 



Wrecking Crew Back on 
the Roan! 

O fter a considerable delay, Telstar's Wrecking Crew 
is now back on track and speeding its way 
towards a May release. The game was originally pencilled 
in for spring of last year, but it has taken the game's 
developers, Quickdraw Developments, another ten months 
to finally realise their ambitious plans. Obviously owing a 
lot to the classic cartoon series. Wacky Races, Wrecking 
Crew features numerous different tracks set within 
sprawling city environments. Although there are obvious 
routes to follow on each track, there's plenty of shortcuts 
to be found by those prepared to explore down every 
possible avenue. 

One of the reasons for Wrecking Crew's delay has been 
the refinement of the multiplayer game which now allows 


for up to eight players to take part in chaotic races. Each 
player will be able to arm themselves with bizarre weapons 
such as chickens, pigs and even rottweiler dogs! Sounds 
like it could be fun! ■ 



Ocean go on the Piste! 


Tank to the Futnre! 


n espite what some old-timers may say about it being nothing but a craze, snowboarding is 
growing in popularity with the passing of every winter. The success of Cool Boarders 2 on 
the PlayStation clearly highlights the sport's growing appeal to gamers and Ocean will be looking to 
tap into this with the release of Snow Racers '98 on the PC. The game will boast several different 
styles of play, including freestyle and Alpine surfing and there'll be fifteen slopes for players to tear 
down. The game promises to give players all the freedom associated with the sport, with players 
able to go off-piste and make up their own routes to the bottom. Players will also be able to 
perform up to twenty different stunts for time and bonus points. Developed by Parisians, Power and 
Magic, Snow Racers '98 certainly sounds like fun and if it can capture the speed and excitement of 
the real thing, it could be a real winner. ■ 



O ne of the more popular sci-fi plots of recent times 
has been that of computers learning to think for 
themselves and taking over the world. In Virgin's Recoil, such 
an eventuality has come to pass and the human race is on 
the brink of extinction. A small band of rebels continues to 
fight for survival though, with their hopes resting on a new, 
powerful tank. Stepping once more into the breach, players 
assume the role of the tank's commander and will be 
challenged to complete 30 increasingly difficult missions set 
across six different worlds. At their disposal players will have 
an arsenal of twenty different weapons. Amongst these are 
some truly unique ones, like bouncing laser bombs that can 
make their way around corners and explosive charges that can 
create quicksand and give the enemy that sinking feeling! 

Developed by Zipper Interactive, Recoil employs a third- 
person perspective to give players the most complete view 
of their tank and surroundings as possible. This should 
prove handy in the multiplayer mode, where up to eight 
players will be able to tear around the 3D landscapes trying 
to blow the hell out of each other. ■ 
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Special Reserve Discount Mail Order - 01279 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 


...12.99 

...27.99 

...31.99 

..27.99 

..31.99 

..28.99 


CD ROM GAMES 

MIN SYSTEM Pentium, SVGA & 16 MB 
MB = Min RAM • = NEW xx%= Highest review 
MMX = Features enhancements for MMX PC’s 
(18) = Rated 18, state over 18 when you order 

20 GIANT GAMES - TOP 20 COLLECTION .34.99 

ACTUA SOCCER 2 .27.99 

AGE OF EMPIRE FOR WIN95/16MB/PENT 

AH64D LONGBOW • . 

AIR WARRIOR 3* . 

ANNO 1602* . 

ARMOUR COMMAND• . 

BLACK DAHLIA 16MB/PENT • . 

BLADE RUNNER FOR WINDOWS 95 . 

BRIAN LARA CRICKET 2 • .19.99 

BROKEN SWORD 2 FOR WIND95 16MB .28.99 

CARMAGEDDON (RATED 15) 19.99 

CHAMPIONSHIP MANAGER 2 1997/98 18.99 

CIVILIZATION 2 96% .18.99 

COMBAT CHESS .24.99 

COMMAND & CONQUER: RED ALERT .31.99 

CONSTRUCTOR .29.99 

CREATURES .12.99 

CURSE OF MONKEY ISLAND 

- MONKEY ISLAND 3 FOR WIN95 16MB .26.99 

DARK FORCES 2-JEDI KNIGHT FOR WIN95 
DARK REIGN: THE FUTURE OF WAR WIN95 

DEMON STAR • . 

DESTRUCTION DERBY 2 FOR WINDOWS 95 

DIABLO FOR WINDOWS 95 29.99 

DIE HARD TRILOGY FOR WINDOWS 95 .31.49 

DISCWORLD2 .16.99 

DOOM 2 .10.99 

DOOM TRILOGY - THE DEPTHS OF DOOM ...15.99 

DUKE NUKEM 3D (H2H-CMN) (RATED 18) .12.99 

DUNGEON KEEPER .31.49 

EASTERN FRONT .26.99 

ELDER SCROLLS: RED GUARD WIN95 


..29.99 

..27.99 

..16.99 


..29.99 


LINKS 98 FOR WINDOWS 95 .30.99 

LINKS LVS .12.99 

LITTLE BIG ADVENTURE 2 .31.49 

LONGBOW 2 FOR WINDOWS 95 .31.49 

LULU 16MB/PENT* .21.99 

MASTER OF ORION 2 14.99 

MEN IN BLACK .28.99 

MONTY PYTHON - THE MEANING OF LIFE • .. .29.99 

NEED FOR SPEED 2 FOR WINDOWS 95 .27.99 

NHL ICE HOCKEY 98 .31.99 

NUCLEAR STRIKE FOR WINDOWS 95 .29.99 

ODDWORLDS: ABE'S ODDYSEE MMX/16MB ...28.99 

PAX IMPERIA: EMINENT DOMAIN .21.49 

POWER PLAY HOCKEY FOR WINDOWS 95 • ...30.99 

PREMIER MANAGER 97 24.99 

PRIVATEER 2: THE DARKENING 16MB .12.99 

QUAKE .12.99 

QUAKE 2 FOR WINDOWS 95 .27.99 

RAC RALLY CHAMPIONSHIP .19.99 

REALMS OF THE HAUNTING .19.99 

RESIDENT EVIL FOR WINDOWS 95 25.99 

RIVEN FOR WINDOWS 95 16MB .31.99 

SCREAMER RALLY 16MB .19.99 

SECRET OF MONKEY ISLAND 1 & 2 .14.99 

SEMPER Fi 16MB/PENT • .29.99 

SENSIBLE SOCCER 2000 FOR WINDOWS 95 ...29.99 
SETTLERS 2 & ARCHIMEDEAN DYNASTY .19.99 


EXTREME POWER PACK VOL 2 

Tomb Raider, FIFA 97, Z, PC Joypad .34.99 

FIFA 98 - ROAD TO THE WORLD CUP WIN95 ...30.99 
FIFA SOCCER MANAGER FOR WINDOWS 95 ...21.99 
FLIGHT SIMULATOR 98 FOR WINDOWS 95 ...39.99 

FLYING CORPS GOLD .19.99 

FORMULA 1 GRAND PRIX 2 .19.99 

FORMULA 1 GRAND PRIX MANAGER 2 .14.99 

G-POLICE FOR WINDOWS 95 MMX .29.99 

GAUNTLET* .31.99 

GRAND THEFT AUTO (RATED 18) .30.99 

HEAVY GEAR FOR WINDOWS 95 .24.99 

HEXEN 2 FOR WINDOWS 95 16MB .29.99 

IGNITION FOR WINDOWS 95 22.99 

JONAH LOMU RUGBY .19.99 

L.E.DWARS* .16.99 

LANDS OF LORE 2 FOR WINDOWS 95 29.99 


We stock 1500 games and utilities. 
Please call for price and availability 
15 sales lines - Call 01279 600204 


SID MEIER’S GETTYSBURG WIN95 16MB .31.49 

SOCCER NATION • 26.99 

STAR TREK - GENERATIONS WIN95 16MB ...19.99 

SYNDICATE WARS .19.99 

TAKE NO PRISONERS 16MB .21.99 

TEST DRIVE: OFF ROAD .26.99 

THEME HOSPITAL & SIM CITY 2000 WIN95 ...32.99 

THEME HOSPITAL .31.49 

TOCA TOURING CARS .20.99 

TOMB RAIDER 2 .29.99 

TOTAL HEAVEN 

Settlers 2, Civilization 2 & Sim City 2000 WIN95* 31.99 

TOTAL RACING 

Screamer 2, International Rally 

Championship, Need for Speed 2 WIN95 16MB ...31.99 

TUROK - DINOSAUR HUNTER 16MB/PENT.29.99 

VIRTUAL LULA (VIRTUAL WOMAN) 16MB •.12.99 

WARCRAFT 2 DELUXE .29.99 

WARHEADS* .16.99 

WORLDWIDE SOCCER .22.99 

WORMS + REINFORCEMENT DATA DISK .12.99 

WORMS 2 29.99 

X-COM - APOCALYPSE .27.99 

X-WING VS TIE FIGHTER WIN95 .31.49 

ZAPITALISM DELUXE* .19.99 


CD ROM NON GAMES 

AMIGA EMULATOR .14.99 

ARCADE CLASSICS PLUS .14.99 

BEST PUB QUIZ EVER! FOR WIN95 16MB .9.99 

CATZ 2 FOR WINDOWS 95 .19.99 

COREL GALLERY MAGIC 200,000 IMAGES ...36.99 

DOGZ 2 FOR WINDOWS 95 19.99 

FIRST AID 98 FOR WINDOWS 95 (STANDARD) 29.99 
GALAXY OF CLIPART (OVER 70,000 IMAGES) 24.99 

GCSE MATHS .19.99 

IBM SIMPLY SPEAKING FOR WINDOWS 95 ...39.99 

KLIK AND PLAY .9.99 

MINI OFFICE TYPING TUTOR .9.99 

MS ENCARTA 98 FOR WINDOWS 95 .40.99 

MS ENCARTA 98 DELUXE FOR WINDOWS 95 60.99 

OASIS (WHAT’S THE STORY) MORNING 

GLORY? INTERACTIVE SONG BOOK.24.99 

POWER 2 PLAY .19.99 

SPECTRUM CD 98 17.99 

UNINSTALLER 4.5 FOR WINDOWS 95 34.99 

WALLACE & GROMIT CRACKING EMULATOR 19.99 

PC CONTROLLERS 

DESTINY STEERING 
WHEEL & FOOT 
PEDALS .56.99 

True analogue steering, 
accelrator and brakes 


GRAVIS GRIP-GAME 
SYSTEM ... 37.99 
Complete with two grip 
pads. Connect upto 4 grip 
pads. Digital interface. 

Includes 

FIFA 97 PC CD ROM game 

POWER PAD 

PRO JOYPAD .21.99 

Analogue joystick and digital pad | 

SPECIAL 
RESERVE 
MOUSE ... 9.99 
2 button serial mouse 






All for £ 6.00 

Special Reserve Annual Membership Fee 
I t’s easy to join, just phone 01279 600204 or send in the order form. 
There’s no obligation to buy anything, you can be any age, and it only costs £6.00. 

\ 1. Members receive 10 issues of our colour Club 
1 Magazines per year. The magazine includes our full 
\ catalogue of over 2,000 products, many at below trade 
price or under half price. And there are Reviews. 

^ Features, Charts, Release Dates. Extra Savings and 
I thousands of pounds worth of great prizes to be won. 

2. The incredible Special Reserve Book of 2500 
^ Cheats (all formats) will be sent to you with your Family 
I Membership Card and your Paris ‘98 entry form. 

AND choose any one of the FREE GIFTS below if you buy just 
one item at the same time as you join. All of our gifts are worth the 
membership fee or more and you can extend your membership for 
£5.50 to get more gifts if you want them. 

That’s why over 400,000 people have joined 
Special Reserve 

The Biggest Games Club in the World 



MICROSOFT 
HOME MOUSE ...9.99 
2 button microswitched mouse 
SEE OUR CATALOGUE FOR | 
MORE CONTROLLERS 


All Prices Include VAT & Delivery 

SIMM’s AND DIMM’s 


72 Pin SIMM s. 32 BIT non-panly, 72Ns access 4 MB CREATIVE 3D BLASTER 
EDO RAM with Extended Data Out channel ~‘ - - ... - r, 

for improved performance. Suitable for 
most Pentium and Pentium II PC’s 

INCLUDES VAT 

PAIR 


CD ROM DRIVES 

CREATIVE LABS 24X CD ROM 64.99 
CREATIVE LABS 

DISCOVERY KIT 24 X 64 119.99 

Includes 24x CD ROM drive. AWE64 
Value sound card, and active speakers 


& DELIVERY 
4 MB EDO SIMM 
8 MB EDO SIMM 
16 MB EDO SIMM 
32 MB EDO SIMM 


SINGLE 

14.99 


32.99 

64.99 


27.99 

37.99 

61.99 
119.99 


16 MB DIMM SDRAM 39.99 

32 MB DIMM SDRAM 74.99 

64 MB DIMM SDRAM 179.99 

Always check your motherboard manual 
for suitablity prior to purchase. 


GRAPHiCS CARDS 

74.99 

BA Toshinden. Flight Unlimited & Rebel Moon 
•HOME'4 MB MYSTIQUE 220 .104.99 

+ Mofo Racer Toy Story & Kai s Power Goo 

3Dfx POWER 

ORCHID RIGHTEOUS 4 MB 30fx 139.99 
DIAMOND MONSTER 4 MB 3Dtx 139.99 
3Dfx accelerators work in addition to your normal 
graphics card for peak performance on 3Dfx titles OF 5 RECORDABLE CD’s 

PACK OF 10 RECORDABLE CD’s 


READ/WRITE CD 

HP SURESTORE 71001 
INTERNAL CD RE-WRITER 289.99 
High performance 6x read and 2x write 
speed CD drive 


SPECIAL RESERVE 
1998 PC RANGE 

P200 MMX FROM ONLY 

£ 899.99 

Inc VAT 


SOQI&SD CARDS 


HARD DRIVES 

QUANTUM STRATUS 1.62 GB ... 115.99 
QUANTUM FIREBALL SE 2.1 GB 129.99 
QUANTUM FIREBALL SE 8.4 GB 299.99 


PRINTER 

EPSON STYLUS 600 
COLOUR INKJET 
PRINTER f FUN 
FACTORY 
SOFTWARE 199.99 


—« j 

A complete P200 MMX system for just 
£899,99 including VAT Includes fax/modem, 
last graphics card, over 40 games and 1 year 
on-site warranty We can supply a P2 P266 
MMX system with 3Dfx card, 24 speed CD, 
6.4 Gb hard drive. 32 Mb and over 50 
software titles for under £2000 including VAT 

CALL 01279 600204 TO FIND OUT MORE 


NINTENDO 64 .. 
ENGLAND PACK 


...107.99 less £10* 

•When purchasing with any other item 


With Official 3D Controller, RF lead and a high quality, 
durable, laminated England Sticker Kit 


NINTENDO 64 WITH 

ONE CONTROLLER ...99.99 less £10 



PLAYSTATION .. 
ENGLAND PACK 

With TWO Official Controllers, Memory Card, 
Scart lead and a high quality, durable, 
laminated England Sticker Kit 

PLAYSTATION 

VALUE PACK ...129.99 less £10 


...137.99 less £10* 

'When purchasing with any other item 


PAY LATER 0% 

When you spend between £250 and £750 

20% deposit and nothing to pay for 6 months, subject to status. You can buy 
anything from our catalogue or shops this way, providing your total purchase is 
between £250 and £750. After the six months payment holiday you can choose 
whether to pay off the outstanding balance or to commence monthly payments at 
29.8% APR. Either way there’s no interest at all for the first 6 months. 



Free Gifts 


Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 
If joining by telephone please ask for your gift at the time. 



FREE CD WALLET 

Stores loose CD’s neatly 
and safely. A great 
space saver, convenient 
for home, office 
and car 


(^vy. 




. OR FREE FRANCE 
X ‘98 FOOTBALL 

Full size 82 panel 
stitched 

PVC coated football. 
Size 5. Includes free 
adaptor to pump up 
the ball 

OR SEVEN GAMES 
FREE FOR 
PC CD ROM 

^ilization. Lemmings, Elite 
1 & 2, Sensible Soccer, 
Jimmy White’s Snooker, 
and Zool 


OR EIGHT GAMES 
FREE FOR 
PC CD ROM 

Desert Strike, Jungle Strike, 

Actua Soccer Semi- 
Final, Normality Inc 
Demo, Zool 2, Lotus 3, 

Toyota Rally, Team Suzuki 

OR FREE GOODY BAG INCLUDES 

MINIBOY, GAMEBOY CALCULATOR 
AND VIRTUA PET. 

Incredibly, all three of these electronic wonders 
have been bundled as one great gift. The Miniboy 
offers 55 great games in one, the Gameboy 
calculator is great to take into school and the Virtue 
Pet provides you with a pet to look after and care of. 

Offers subject to stock availability. Alternative gifts available. Overseas members add £2 postage 


Extra Mail Order Discount 

Deduct £2 if your order totals more than £40 
This offer only applies if you use this 
complete form to place your order by post 
before the expiry date below. 

EXPIRES 

WPP 30/4/98 





http://special.reserve.co< 





Special Reserve Big Club Shops 

Visit one of our great shops for massive seiection at rock bottom prices 
We guarantee the lowest price in town - by a full £2 


BRISTOL 

351 Gloucester Road (A38), 
Bristol. 

1 7.- miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from 
the bus station 

Tel: 01245 348777 

EGHAM 

168 High Street, 

Egham, Surrey. 

Near Windsor and Staines 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


NOTTINGHAM 

164 Derby Road, 
Stapleford, Nottingham. 

2 miles from junction 25 of the Ml. 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 

SAWBRIDGEWORTH 

The Maltings, Station Road, 
Sawbridgeworth, Herts. 

Not far from the Ml 1. just around 
the corner from the train station 

Tel: 01279 600399 


UPMINSTER 

209/213 St Mary’s Lane, 
Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 
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Award-winning Special Reserve P200 MMX PC for just £899.99 Inc VAT 

We ll fit any PC item bought for just £10 including VAT. We can repair most PC's. £24 for fault diagnosis and set up plus £10 per part for fitting 

Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry 
Sent to press 06/02/98. Errors & Ommisions Excluded. Inter-Mediates Ltd, T/A Special Reserve. The 


Special Reserve 01279 600204 

Or fax your order on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

Name & Address_ 


ULTIMATE PC 

Existing members please enter membership number 

We Qnly supply members but you can order as you join (from 50p). 
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PC Strategies Launched 

Rapide Publishing's latest launch, PC Strategies, hit 
the newstands last month and got off to a flyer! At 
just £2.95, the 100 page magazine is an essential 
purchase for all games fans with its complete 
solutions, comprehensive guides and exhaustive 
collection of cheats and codes. If you're stuck on a 
game and want to find out how to finish it, PC 
Strategies is where the answer lies. 


More Hexen II 

Activision have announced the release of a fifteen 
level mission pack to bolt onto Hexen 11. The pack will 
be called Portal of Praevus - Praevus being the name of 
the evil wizard. The game takes place in a whole new 
continent, Tibet. There is a new character, a Demoness 
as well as the four characters from the original Hexen 
II. Each new mission is full of exciting monsters and 
puzzles. Things are looking up! 


Go To Jail 

Only a parsec since the release of Star Wars Monopoly, 
Hasbro Interactive announce the timely release of 
Monopoly World Cup. They have decided to give players 
both the standard property style game mode along with 
the new football features mode. The standard version 
replaces the London roads with World Cup inspired 
properties. The other version includes two new gameplay 
factors. Penalty Shoot-out and Matchplay. 




GT in Rush For 
New Game 


n 

■ T Interactive have announced that a PC 

conversion of the arcade and N64 hit, San 
Francisco Rush, is under development. The game will 
remain true to its earlier incarnations, with the gameplay 
concentrating on high speed action, rather than 
simulation. There'll be a number of cars for players to race 
when the game is finished towards the summer, as well as 
a collection of challenging tracks. Several different modes 
of play, including time trials, should ensure there's plenty 
within the game to keep race fans happy. ■ 


Golgotha 



elstar have snapped up the rights to Crack dot 
I Corn's eagerly-awaited strategy title Golgotha. 

The US developers' forthcoming release has already been 
causing quite a stir on the other side of the Atlantic ocean 
and looks likely to do the same when it arrives here later 
this year. A hybrid of 2D and 3D gameplay, Golgotha is an 
action/strategy game that boasts a strong, evolving plot, 
relentless gameplay and wonderful graphics. As is now 
expected, the game also supports the full range of 
multiplayer options. Anyone wanting to know more can 
find out at www.crack.com ■ 





nteractive Entertainment look 
to have a stunner on their 
hands in the shape of Castrol Honda 
Superbike World Champions. As you can see from the screen grabs, the game looks absolutely 
breath-taking and if it's got the gameplay to match then Electronic Arts' Moto Racer could 
soon be relegated from pole 
position to the pits. The game 
offers players the chance to 
jump astride a Castrol Honda 
Superbike and compete 
against up to 23 computer- 
controlled opponents in a 
single race or a gruelling 
championship. For those who 
prefer to race against like- 
minded speed freaks, CHSWC 
also allows up to six human 
players to go wheel-to-wheel 
via a Local Area Network. 

CHSWC is due for release in 
April and we hope to have a full 
review in next month's magazine. ■ 



Honda 


Castrol have done well to get in on the action, sorely it should have been Honda first? 



Each month, thanks to GamePlay, one UinMATE PC 
subscriber will win the top five PC games. 

Tomb Raider II 

Eidos 

I Quake II 

[ Activision 

I Championship Manager 97/98 
Eidos 

I Fifa: Road to World Cup '98 

\ EA Sports 

I Grand Theft Auto 

I BMG 


6 

Microsoft Flight Simulator '98 

Microsoft 

7 

Age of Empires 

Microsoft 

8 

TOCA Touring Car Championship 

Codemasters 

9 

Blade Runner 

Virgin 

10 

Encarta 98 Deluxe 

Microsoft 

11 

Doom Trilogy 

GT Interactive 

12 

Command & Conquer: Red Alert 

Virgin 

13 

Worms 2 

Microprose 

14 

F22 Air Dominance Fighter 

Ocean 

15 

The Curse of Monkey Island 

Virgin 

16 

Civilization 2 

Microprose 

17 

Lords of Magic 

Cendant 

18 

The Simpsons: Virtual Springfield 

EA 

19 

Encarta '98 

Microsoft 

20 

^ Virus Scan V3 ^ 

r ^ 

McAfee 


This month’s Top 20 games. Compiled hy 
EL8PA and in conjunction with Chartrack. 


This Month's Winner: R.Taylor, Lancashire 

UiTiMATE PC’s Charts are sponsored 
by mail order specialists Gameplay. 
Tel: 0113 234 0444 
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In '1380, 


Bat^tlezone Put You in Command of a Tank. 




In 1338, 


BatA^lezone Puts You in Command of a V\/an. 





Take Strategy to the Front Lines. 



Full-Scale 3-D Action 

Pilot one of 20 anti-gravity war machines, 
and wield 25 devastating weapons — 
including mortars, mines, and the Thumper 
Device which triggers earthquakes on the 
morphable terrain. 


Complete Strategic Controi 

Command full-scale attacks with over 30 
unique units, such as tanks, infantry and 
mobile assault turrets. Call in artillery, 
deploy wingmen and manage resources - 
all from within your tank. 


Dynamic First-Person 
Immersion 

Lose your vehicle in battle, bail out, 
parachute to safety; then use your sniper 
rifle to take over another unit. Switch 
vehicles on the battlefield of one of seven 
distinct moons or planets! 


Battlezone takes reai-time strategy to the front iines with truiy 
revolutionary action-strategy. 

You are the high-level Commander making decisions from your own war-ravaged tank. Lead 
U.S. or Soviet troops across 7 planets in the solar system, to gain control of superior alien 
technology in the true “space race”. Only one superior power will survive the Battlezone... 
And it’s all under your command. 


Take Command on the Battlefield, 
IMot Above It. 

PC CD-ROM OUT MARCH 1998 



Fniiraa 

OS No l=lCTIOW 
yuiil CfiNCEU 


H Grizzly Tank: 

Configure a Grizzly, 
the key American 
tank, right on the 
battlefield. 


www.activisioii.com 









n Gun Tower: 

I The Gun Tower, 

I a devastating long-range 
I defensive unit, must 
i be powered by the 
I vulnerable Solar Array. 


Radar Towen 

The Radar Command 
Tower must be 
powered continuously 
to increase radar 
range and accuracy. 


Solar Array: 

The Solar Array 
provides power to 
your factories, gun 
towers and other 
energy-intensive 
units. 


Command System: 

An innovative menu 
system integrates 
troop and resource 
management for 
full control from the 
battlefield. 


Aotuai 

Mon-Hardware 

Accelerated 

Screenshot:. 


■ Multiplayer: 

Enter multiplayer 
battles in full Strategy 
mode over LAN, modem 
or Internet, or up to 
eight-player battles in 
Deathmatch mode. 


■ Graphics: 

Features full DSD 
support and a fast 
software-rendering 
engine which incorpo¬ 
rates actual footage 
from NASA space 
expeditions. 


■ Campaigns: 

You decide which army 
to command: play either 
the Stars-and-Stripes or 
Red Brigade campaigns. 


■ Pilots: 

Pilots are a resource. 

Run over or shoot enemy 
pilots who've lost their 
vehicles in battle, and 
protect your own. 


Weaponry: 


A topographical 3-D radar The Scrap Meter Send your Scavenger to Spend resources 


displays your base loca- measures the Scrap collect valuable Scrap. to reconfigure your 


tion, unit placement, field available for the Factories Gather from scrapfields vehicle’s weaponry 


of vision and enemy to build new units. or destroyed units on the on the move in the 


position. 


battlefield. 


midst of battle. 


ner weeps tears of joy at the birth of a genre” - pc Gamer 
‘One giant leap for computer games” - ultimate pc 


is a registered trademark of Activision, Inc. ©1997 Activision. Inc. Battlezone is a trademark of Atari/JTS Corporation. © 1980.1997 Atan'/JTS Corporation. All rights reserved. Licensed by Activision. All other trademarks and trade names are the properties of their respective owners. 
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EA + MGM 

The Hollywood giant MGM have linked their interactive 
division with EA for all their future film titles 
everywhere but the US. Eidos' three game deal is now 
up - Chitty Chitty Bang Bang wasn't the most eagerly 
awaited title of last year! EA are set to release War 
Games, a 3D strategy title, and Return Fire II in the 
summer, a James Bond game based on Tomorrow Never 
Dies for Christmas followed by RoUerball in 1999. 


Professional Pilots Wanted 

All you flight sim fans out there eager to see another 
game based in the skies won't have to wait much longer. 
Cendant are working on a European version of their 
successful American oriented Pro Pilot. Developed by 
Dynamix, the game will include about a thousand 
airports and five major cities. The game will feature five 
different light aircraft, weather options and a detailed 
route planner. Expect to see it take off later this year. 


Microsoft Golf ‘98 

As well as the return of Monster Truck Madness, 
Microsoft have announced that an updated version of 
Microsoft Golf will also be released this spring. 
Several new courses, including Teeth of the Dog, Bay 
Harbour and Casa de Campo Resort, will be accurately 
recreated for gamers to try their luck on. We hope to 
have more on this and other Microsoft products for 
you next month. 



Empire Interactive kick in the new 
cricket season with what looks to 
be a winner. Players will be able to 
choose to manage a county side or 
any of the Test playing nations in 
this football management-inspired 
game. The play options include 
either over-by-over or ball-by-ball. 
If you are not happy with those 
then you will be able to design 
your own playing mode. All the 
playing tactics are controlled by 
the player, including bowling 
changes and batting line-ups. Just 
like in the football games, you will 
be able to bid for the best 
overseas players, hire the top 
coaches and scout about for new 
talent. The game will also include 
all the major first class and one- 
day competitions with the 
recognisable dulcet tones of BBC's 
Jonathan Agnew. 


Oceans Apart 

O cean add to the growing number of publishers 
putting games out at really good prices. Their 
new title Obsidian, due to be released this month, will 
only cost £19.99 and this can only be a good thing. 
Obsidian is a graphic adventure which immerses the 
player into a hypnotically mesmerising world of dreams. 
The game is set in 2066 and you are leading the Ceres 
project which aims to save the planet from 
environmental disaster. With your partner you are on 
holiday in one of the world's last areas of true 
wilderness. You discover a strange crystalline rock 
(Obsidian) which seems to be reproducing at an 
alarming rate. You are then absorbed by the rock and 
things go a bit weird. This adventure game has been 
designed in a similar way to Journeyman Project 3, with 
full 3D viewing and seamless movement and is set to 
provide an enthralling experience. ■ 




Out of your Depth 

O rowned God sees Ocean stay close to their 
watery namesake as the latest title to be 
released from them this month. 

The game is a graphic adventure of epic proportions. Anyone 
who is interested in conspiracy theories will love this title. The 
game is set over a huge time period - 40,000 years in fact. 
Players get to unravel the mysteries of mankind and how 
humanity has been kept in the dark about many key events in 
history. The task for the player will be to retrieve the four 
missing artifacts from the realm of the Drowned God. On their 
journey they will have to solve many puzzles in well known 
locations such as Stonehenge and the ancient Pyramids. Players 
will also meet with significant people such as Leonardo Da Vinci 
and Einstein, and you can't say that about many other games! 

Harry Horse, the acclaimed writer has designed the 
game so you can expect a gripping ride for your money. The 
water awaits! ■ 


C0MPE11TI0N WINNERS 




1st Day of Christmas 

1st Prize: Two 1930s Field Telephones, Two Rolltop Radio 
Alarm Clocks 

Winners: D Addison, Swindon. Jon Notrica, Clyst St Mary. 
Runners-Up Prizes: Five copies of Eastern Front 
Winners: T.M. Stuart-Thomson, Birmingham. Tim 
Deans, Middlesbrough. Paul Sawyer, Notts. Chris 
Neville, Manchester. Daniel Sander, Uppingham. 


2nd Day of Christmas 
Prize: Rally Driving Lessons 
Winner: D. Girdlestone, Kent. 



3rd Day of Christmas 
Prize: Three Interact Peripheral Packs 
Winners: J.W. Batchelor, Bristol. Philip 
Harrison, Newport. A Henderson, Livingston. 

4th Day of Christmas 
Prize: Large Television 
Winner: S. Skerm, Penarth. 

5th Day of Christmas 

Prize: Flying Jacket 

Winner: D. Heddley, Manchester. 

6th Day of Christmas 
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1st Prize: Sony Mini Disc Walkman 
Winner: A. Crowley, Cheshire. 

Runners Up Prizes: Three copies of Blade Runner 
Winners: Michael Hartley, Yorks. K Worthington, Nottingham. 


7th Day of Christmas 
Prize: Jukebox 

Winner: D.H. Crawford, Cornwall. 

8th Day of Christmas 
Prize: Video Camera 
Winner: Andrew Lang, Hants. 

9th Day of Christmas 
Prize: Canon Multipass C20 
Winner: E. Giles, Bulwell. 





10th Day of Christmas 

Prizes: Two Hansol Monitors 

Winners: Sean Trainor, Sussex. S. Bee, Lancs. 



11th Day of Christmas 
1st Prizes: Two Sets of Flying Lessons 
Winners: Joseph Carlin, Ireland. P.J. Beard, Tyne & Wear. 

Runners Up Prizes: Five Copies of Joint Strike Fighter, Five Watches. 

Runners Up Winners: Richard Taylor, Lancs. M.G. Peacock, Cambs. P.J. Walton, Kent. 
T.P. Manton, Rochford. D. Brady, Wilts. 


12th Day of Christmas 
Prizes: Five Riven Goodie Bags 

Winners: G. Beaumont, Cambs. D. Addison, Swindon. S.E. Bullock, 
Cornwall. J. McDower, Glasgow. J. Wright, East Lothian. 
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Infogrammes to buy Virgin? 

With the proposed merger between Microprose and 
GT Interactive welt and truly off, it's now the turn of 
Infogrammes and Virgin to start rumours flying 
about buy-outs, take-overs and mergers. French 
games giant Infogrammes are apparently keen on 
expanding their presence in America and see Virgin 
as offering a good way to do this. Watch this space 
for further developments. 


Monster Truck Madness 2 

Microsoft's Monster Truck Madness is set to tear up our 
PC screens again with news that a sequel to the 
popular track racing game is in production. The new 
game will feature twelve new tracks, nine new monster 
trucks and will challenge drivers to race through such 
diverse weather conditions as rain, snow and even ice! 
No offidal release date has been given, but the game 
is expected sometime this spring. 


cue to Cendant 

Later in the magazine you'll read that Half-life is 
to be published by Cendant and not CUC Software 
as widely expected. This isn't due to any buy-out 
or last minute publishing deals, but more simply 
because CUC Software has changed its name - 
again! It wasn't so long ago that the company 
changed from Sierra to CUC, and now it has 
changed again to Cendant. 



Bond’s Back 



he Harpoon series of games 
I began way back in the dark 
days of 1980. Nearly twenty years 
later, SSi have announced that they 
have signed a deal with Larry Bond 
to produce another game, Harpoon 4 
on a world-wide basis. The previous 
games have all been based around 
modern naval warfare and have been 
used by real world naval 
professionals for training purposes. 
Larry Bond is an established and 


successful writer, and his books, on 
which the games have been based, 
have helped the games go on to 
win many awards. He has also 
collaborated with Tom Clancy on 
previous books and he is not shy as 
regards creating tactical wargames 
for the PC - Tom Clancy's Politika 
was released recently. Harpoon 4 
however, is not due for release 
until later this year but it is said 
to bring the series even closer to 
reality. Designed primarily by the 
team that bought you the original 
games. Harpoon 4 is set to become 
the new benchmark in modern 
naval war simulations. ■ 







Sentinal originally hit the shelves hack in 
1985 - the game has a great history behind it 
but will it appeal to the nineties gamer? 



Back to Basics 


n 

entinal Returns is the new title from Psygnosis. The 
Ibi^l original Sentinal was released in 1985 and was one of 
the first true 3D games. The objective of the game was to gain 
control by collecting energy from trees in order to elevate 
yourself to the highest point of the landscape taking the 
sentinal's place. The new game continues where the original left 
off. The graphics have improved somewhat to make the most of 
3D environments. The game has been split up into a number of 
scenarios each with their own environment; Earth, Air, Fire, 
Water and The Void. Within these scenarios there are 650 levels 
for players to work through, and after that, if you are still not 
tired of the game there will be Network and modem play to 
keep you going. One of the most interesting features though is 



the music. Forget any in-house arrangement, John Carpenter, 
the man behind the music in Halloween, has put together the 
music score, so you can expect to be impressed. ■ 


Bavoc Breaks Laase 



here are a few helicopter si ms available - Commanche 3 being one of the best - but are they really what gamers 
I want? The new game from Empire, Apache Havoc is aiming to bring new life to the genre. You may be thinking that 
you have never heard of a copter called the Apache Havoc. Well the crafty thing is that the game includes two sims 
combined. One, the US Apache Longbow, and the other the Soviet Mil-28N Havoc aircraft, which they hope will provide some 
true superpower action. Proactive have designed a new engine which will allow players to use the detailed terrain for combat 
tactics. There are forest areas where players can hide in wait, and river valleys that make for excellent surprise tactics. The 
missions have been designed so that they are different each time and have varied weather options to give players enough 
variety. The game is still in progress and is not scheduled for release until late autumn. ■ 
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Youngblood 

GT Interactive's Youngblood fuses the real-time combat 
and role playing genres together for a unique game of 
strategy and action. Players will have to command a 
team of elite troops through eleven daunting real-time 
missions. Research and development looks set to play 
an important part in the game too, with players having 
to improve their arsenal for each mission as the enemy 
increases in strength. 


Not SO Private 

EA have announced the release of their latest title in 
their Classics range. Privateer 2: The Darkening, when 
originally released was a huge success - players had to 
trade and fight their way across the galaxy in a spaceship 
in search of an identity. Since the launch of EA's Classic 
range many of their other older titles have regained some 
attention. Other titles in the range include F22, Wing 
Commander 4, and a bunch of Sim City type games. 


Cootroversial? 

SCi have gone out of their way to appeal to public 
demand and have decided to release Carmageddon in its 
original 'blood' format in the UK. To be titled the Max 
Pack, the version will be closer to the obviously inspiring 
film Death Race 2000, as players will not just race against 
each other but also score points for mowing down 
pedestrians and race offidals! The Max Pack will include 
both the original game, the Splat Pack and 3DFX versions. 



Colin McRae Rally 



oLlowing up on the success of TOCA Touring Car, 

I Codemasters have announced the forthcoming 
release of Colin McRae Rally. Using a similar engine to that 
seen in TOCA, Colin McRae is being touted by Codemasters as 
'the most realistic, thrilling and wholly playable rally game' 
With International Rally Championship and the acclaimed 
Screamer Rally already out on the track. Codemasters have a 



lot to do if the game is to live up to its billing. But with 
TOCA notching up in excess of 500,000 sales in its first two 
months of release, the company has a proven track record. A 
team of over 20 are currently working on the game which 
has been penned in for a release in the summer. 

Colin McRae Rally will feature numerous different cars 
(including the famous Scotsman's own Subaru Impreza 555) 
each of which will offer unique handling and speed 
performance. The game will also boast an amazing 48 rally 
stages set all around the globe. With different terrain types 
and diverse weather conditions, a new challenge will await 
racers on every single stage. 

With Brian Lara Cricket '98 also in the offing from 
Codemasters, plus Micro Machines V3 finally nearing completion, 
1998 could prove the Warwickshire-based company's most 
successful year on the PC yet. For more information on all 
Codemasters' products visit www.codeniasters.com. ■ 
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@ Lufthansa 


Lufthansa Cargo 


includes 10 planes for MS Flight Simulator 
Flight Simulator *95. * 

Includes 3 new airports for MS Flight Simulator ‘9! 

Flight Simulator *95. 

Simple Browser to scan through all aircraft and airpdl 
Unrivalled detail in cockpit views with the ability to use 
different cockpits with different planes. 

Realistic handling characteristics as experienced by the 
pilot. 

Bonus shareware version of Panel Manager 4.0 included 
FS *95 only) 

Exclusive Lufthansa video clips of the 747 fleet 
62 External views of other planes, along with general 
information. 

Internet links to 747 sites. 




d by a 
Lufthansa pilot 
in conjunction with 
Lufthansa 


or Your Nearest 
Stockist Call: 

22707 


MTA 


£ 19 ” 

Units 

Bentley Industrial Centre 
Bentley, Farnham 
Surrey, GU10 5NJ 
Tel: (01420) 22707 
Fax: (01420) 22807 

EMAiL:databecKer@diaLptpex.com 
INTERNET; data-becker.co.uk 


































Diamond Fire GL 1000 Pro 
AGP Graphics Card with 
8 MB Graphics SGRAM 

Now included as standard with all MAXX and BIZZ 
PC’s, the Diamond Fire GL is the latest and most 
powerful graphics card from Diamond. It features 
AGP to fit into the special Advanced Graphics Port 
on the latest Pentium II Motherboards. Graphics 
RAM is now increased to 8 MB SGRAM. 

Sound Blaster AWE64 

New to the FOXX, MAXX and BIZZ is the Sound 
Blaster AWE64 EMU8000 wavetable synthesiser. 
Apart from giving incredible sound output, this MIDI 
card gives you the scope to create your own 
symphonies with 64 instruments (from a menu of 
128) playing at once. With sample sound and lots of 
software to create sounds and compose music. 


Quantum Fireball SE 
Ultra-DMA Hard Drives 

These brand new hard hard drives are fitted to all 
Special Reserve PC’s. They feature the latest Ultra 
DMA technology to provide double-width, double¬ 
speed transfer rates up to 33 MB per second (i.e. at 
least twice normal speed) and seek time is improved 
to a staggering 9.5 Milliseconds. Hard drive speed 
is a vital element in the performance of any PC. 

Screenbeat Hi-fi Sound 

MAXX and BIZZ models have taken a leap forward in 
sound quality with the inclusion of Logic 3’s Screenbeat 
Maxim 300 Watt Peak Subwoofer and Satellite Speaker 
system with Surround Sound. 

The FOXX too has been upgraded and now boasts a 
neat pair of Screenbeat Maxim 120 Watt Speakers, also 
with Surround Sound. Both of these speaker systems 
are available as optional extras on the ZZAP. 


Why Buy from Us? 

ALL Special Reserve PC’s are hand-built in the UK 
from leading brand-name components such as Intel, 
Microsoft, Creative Labs, Diamond, Quantum, 
Matrox and ADi. Each model is constantly up-dated 
to feature the most powerful developments 
available. Consequently, we sell most of our PC’s 
to knowledgeable enthusiasts. Just look at the 
press quotes elsewhere on this page. 

And our big software bundles and competitive 
payment terms save you more money, even after 
you’ve bought your PC. 

Other manufacturers often charge 

you more and always give you less 

Satisfaction Guaranteed. ALL your money back if you are 
not entirely satisfied after three days trial providing you 
return your PC complete with all packaging and manuals 
intact. We’ll even collect it free of charge if bought by mail 
order. We’re absolutely sure that you will be impressed! 


INTEL PENTIUM 
MHz CPU SPEED 

ZZAP.net .INTEL P200 MMX 

ZZAP-XS.net .INTEL P233 MMX 

FOXX .INTEL Pentium II 233 


32 MB SIMM 
32 MB SIMM 


EX VAT 
PRICE 
,.766.95 
,.851.06 


...899.99 

...999.99 


FOXX.net 


. INTEL Pentium II 233 


32 MB DIMM...1191.48...1399.99 
32 MB DIMM...1276.59...1499.99 


MAXX3Dfx .. 
MAXX 3Dfx.net 
MAXX3Dfx .. 
MAXX 3Dfx.net 


INTEL Pentium II 266 
INTEL Pentium II 266 
INTEL Pentium II 300 
INTEL Pentium II 300 


10% 

x36 


TOTAL 

DEPOSIT 

MONTHS 

APR% 

PAYABLE 

...89.99 

...28.57 

17.5% 

1118.51 

...99.99 

...31.74 

17.5% 

1242.63 

...139.99 

...42.53 

17.5% 

1665.07 

...149.99 

...47.61 

17.5% 

1863.95 

...169.99 

...53.96 

17.5% 

2112.55 

...179.99 

...57.13 

17.5% 

2236.67 

...189.99 

...60.31 

17.5% 

2361.15 

...199.99 

...63.48 

17.5% 

2485.27 


64 MB DIMM...1446.80...1699.99 
64 MB DIMM...1531.91 ...1799.99 
64 MB DIMM...1617.01 ...1899.99 
64 MB DIMM...1702.12...1999.99 

BIZZ 3Dfx PC is identical to MAXX 3Dfx but with most software deleted - deduct £100 from MAXX 3Dfx prices 
BIZZ 3Dfx retains enhanced 3Dfx versions of Formula 1, EF2000, Descent 2, Hyperblade and Mechwarrior 2 
e.g. BIZZ3Dfx INTEL Pentium II 266 64 MB DIMM...1361.69...1599.99 ...159.99 ...50.79 17.5% 1988.43 
Please add £25 carriage if purchasing by mail order. This includes upgrade to On-Site Warranty if you live in mainland England or 
Wales or Collection Warranty if you live in Scotland (see “PC Support” below). We do not supply areas outside distribution channels. 

If purchasing from a Special Reserve Club Shop the warranty is covered at the shop and there is nothing to add to the above prices. 

Mail Order Sales Lines 01279 600204 open ‘til 8 pm. We only supply members but Mail Order Trial Membership is only 50p. 
Options, fitting charges and carriage charges specified at the time of ordering can be added into the purchase price for the purpose of 
finance. All offers are subject to availability and prices and specifications may fluctuate. Payment can be made by credit card, cheque 
or personal loan at 17.5% APR (3 years) or 17.9% APR (2 years) with 10% deposit subject to status. Loans can be arranged on the 
spot in our club shops, otherwise please allow time for clearance. We offer immediate cheque clearance free of charge. 


Options PC’s 

This is just a small selection. Please ask for your requirements 


Prices 

Include 

VAT 


SECOND YEAR POINT OF PURCHASE WARRANTY (FOR SHOP-BOUGHT PC) .60.00 

SECOND YEAR ON-SITE WARRANTY (FOR PC BOUGHT BY MAIL ORDER) .100.00 

Second year warranties are only available at the same time as you buy your PC, and can be added to finance 

ADi 15” MICROSCAN 4V MONITOR instead of ADi 14” monitor. 3 year ADi warranty .60.00 

A 15” monitor gives 50% more screen resolution and is a highly recommended option 

ADi 17” MICROSCAN 5V MONITOR instead of ADi 14” monitor. 3 year ADi warranty .210.00 

ADi 21” MICROSCAN 6G MONITOR instead of ADi 14” monitor. 3 year ADi warranty. 800.00 

EXTRA 32 MB EDO RAM 72 pin SIMM 70 Ns access time (price includes £10 fitting charge) .71.99 

EXTRA 16 MB DIMM SDRAM 168 pin 60 Ns access time (price includes £10 fitting charge) .49.99 

EXTRA 32 MB DIMM SDRAM 168 pin 60 Ns access time (price includes £10 fitting charge) .84.99 

QUANTUM FIREBALL SE 3.2 GB HARD DRIVE 3200 Mb more storage space for you.164.99 

EPSON STYLUS 400 COLOUR INKJET PRINTER Superb quality with Fun Factory software and paper ... 145.99 
EPSON STYLUS 600 COLOUR INKJET PRINTER High resolution with Fun Factory software and paper... 199.99 
KODAK DC25 DIGITAL CAMERA with built-in flash, up to 29 images can be stored, very high quality... 199.99 

MUSTEK SCANEXPRESS 6000P COLOUR FLATBED SCANNER 4800 DPI, single pass scanner.89.99 

HP SURESTORE 71001 INTERNAL CD RE-WRITER Capable of re-recording to compatible CD’s . 299.99 

PACK OF 10 CD-R RECORDABLE CD’S Write once CD’s with upto 640Mb data storage/74 mins music 19.99 

HEAD-TO-HEAD NETWORK KIT ideal for connecting two PC’s at the fastest possible speeds .49.99 

GRAVIS GAMEPAD PRO JOYPAD + INDEPENDANCE DAY Programmable joypad.34.99 

GRAVIS GRIP-GAME SYSTEM + FIFA 97 & 2 GRIP PAD GAME CONTROLLERS .37.99 

All prices Include VAT. If you require an item that is not listed please call 01279 600204. 



Special Reserve is open 'til 8 pm or 5 pm on Sundays 

01279 600204 

We only supply Special Reserve members but you can buy at the same time as you join. 

Membership costs as little as 50p, and there is no obligation to buy anything. 
Members receive 10 issues of the Club Magazine per year, including our big discount 

to CATALOGUE AND FREE COMPETITIONS. ASK ABOUT OUR INCREDIBLE RANGE OF GIFTS FREE WHEN 
^ YOU BUY ANY ITEM AT THE SAME TIME AS JOINING SPECIAL RESERVE FOR A YEAR (£6.00). 

http://special.reserve.co.uk 


★★★★★ 

WHAT THE PRESS SAY 

PC Home 95% top rating ever “The Special 
Reserve PC is an outstanding package. It worked 
perfectly from its first power up and was nicely set 
up with all the software installed and ready to 
run.... Two similar specification PC’s can actually 
be as different as chalk and cheese. The one that 
really stood out from the crowd was the Special 
Reserve PC, it really is a stunning package.” 

PC Plus - third report of long term test (August 
'97) “The Special Reserve crosses the finish line 
without tripping up in eight months of all-day use... 
it hasn’t let me down and has felt solid and 
comfortable throughout... I can happily endorse it” 
Computer Life “I don’t believe it! A mere £1700. 
The BIZZ is damn good value for money... the 
hard drive is an ultra-fast Quantum... you won’t 
find significantly better quality components 
anywhere... a stonking spec for the price” 

PC Advisor “Sizzling PC if you are looking to 
upgrade or want the best PC for the office... 
designed to deliver maximum power and 
performance... games and multimedia users should 
take a look because this machine has a lot to offer” 
Computer Shopper “Clearly the best equipped for 
bundled software and a superior multimedia 
setup” 

PC Plus 10/10 Gold Award “There is nothing we 
have seen in the last year to touch the Special 
Reserve PC. A great machine on or off line. 
Excellent value particularly if you play games” 

PC Gamer “A great machine at a superb price. 
Special Reserve is an outstanding winner. Best 
value combination I’ve seen in a long time” 
Computer Buyer 5 Star Rating and Showcase 
Product “Absolutely ideal. Surprising power for 
the price” 

PC Format Best Multimedia Buy “Power and 
Value.... A clear winner” 

What Personal Computer “Best balance of 
hardware and software” 

What PC Magazine Best Buy “Solid performance, 
whopping software bundle, substantial hard disk 
and up-to-date technical specification” 

So You Want To Buy A PC? "A great price for a 
machine with such high specifications, great 
performance and giant software bundle” 

PC Home magazine “Totally outrageous for a 
home computer... can they really supply all this 
for £1500?” 

Computer Shopper 100 PC test Best Budget Buy 


The FOXX PC 

WAS FORMERLY 
CALLED THE 

SIXX PC 


BIZZ 3Dfx Intel Pentium II 266 or 300 

Shown with optional 17” Hi-Res ADi monitor (add £210) 

FROM £ 1599.99 INC VAT 

Loans from 17.5% APR, subject to status 




Cheques and postal orders made payable to 

Special Reserve 

PO BOX 847, Harlow, Essex, CM21 9PH 


TRANSAX 


Cheques? i/:5V 


Immediate Cheque 
Clearance 

AT NO CHARGE 


Order by Post, via Internet or by Phone on 01279 600204 or Fax on 01279 726842, or visit one of our mammoth club shops in 

Chelmsford, Essex Sawbridgeworth, Herts Bristol Stapleford, Nottingham Upminster, Essex Egham, Surrey 

43 Broomfield Rd The Maltings, Station Rd 351 Gloucester Rd (A38) 164 Derby Road 209 St Mary’s Lane 168 High Street 

NEAR THE BUS STATION NEAR THE TRAIN STATION 1 Vs MILES UP FROM THE CENTRE 2 MILES FROM J25 ON M1 2 MILES FROM J29 ON M25 1 MiLE FROM J1 3 ON M25 

01245 348777 01279 600399 0117 924 5000 0115 949 1000 01708 225544 01784 437 666 

ALL OUR SHOPS HAVE FULL PC REPAIR AND UPGRADE FACILITIES - WE FIT ANY ITEM BOUGHT FOR £10 

We offer a fixed repair or set-up charge of £24 labour plus £10 labour per part fitted including VAT 


The Special Reserve 
BIZZ 3Dfx PC 

The BIZZ PC is identical to the MAXX but 

WITH MOST OF THE SOFTWARE DELETED. 

Windows 95 and Creative Labs Sound Suite 
ARE included, PLUS THE FiVE 3DFX GAMES. 

BIZZ PRICES ARE £100 LESS THAN THOSE FOR THE MAXX 
Massive 6400 MB Quantum SE hard drive 
Twenty Four x Speed Creative Labs CD ROM drive 
Sound Blaster AWE 64 Value Wavetable Sound 
Diamond Fire GL AGP 8 MB SGRAM Graphics 
Diamond Monster 3Dfx 4 MB PnP 3D Graphics 
accelerator, in addition to Diamond Fire card 
Intel Atlanta AL440LX Pentium 11 ATX Motherboard 
Intel Pentium Pentium II 266 or 300 Mhz CPU 
ADi Provista 14” 0.28 dot pitch SVGA colour monitor 
64 MB SDRAM DIMM expandable to 256 MB 
Screenbeat Maxim 300 Watt PMPO Subwoofer 

and satellite speakers with Surround Sound 
Swan Neck Microphone, mouse and mouse mat 
New Programmable Keyboard e.g. volume control 
All software installed and also on CD 
Windows 95 Release 2. Microsoft’s latest system 
Creative Labs Sound Suite 
Five enhanced 3Dfx games CD’s. Formula 1, 
EF2000, Descent 2, Hyperblade, and Mechwarrior 2. 

Additional Features of the Internet-ready 
BIZZ 3Dfx .net versions 

• Diamond Supra Express 56K Voice/Fax/Modem 

• Five months FREE internet connection 

• Trio Software Answers your telephone, sends faxes 

Special Reserve 

PC Support 

Special Reserve employs a team of 
over 30 trained technicians. 

One year comprehensive warranty is included 
with all Special Reserve PC’s or 90 days on 
software. Standard 14” Adi Monitors carry 2 
year on-site warranties and this is extended to 
3 years on the optional 15” and 17” models. 
Shop - If you buy a PC from a Special Reserve 
Shop the warranty is fulfilled by the technical staff 
in that shop. They will explain problems face to 
face or can be contacted by telephone at the shop. 
Optional second year shop warranty is £60. 

Mail Order - If you buy by Mail Order we charge 
£25 for delivery and this includes upgrading your 
to On-site Warranty if you live in mainland 
England or Wales or Collection Warranty in 
Scotland. We are not able to supply PC’s to 
areas outside of normal distribution channels. 
Optional second year On-site warranty is £100. 

Mail Order Warranty Line 01279 600206 


**lt’s the kind of PC we like. BIG!” MAXX Review - PC Format Christmas 1997 
I don’t believe it! - a mere £1700 - the BIZZ is damn good value for money” 


CC 


Inevitably some products listed may not yet be available. Please phone to check availablity. Prices may change without prior notification. Sent to press 06/02/98. Errors & Cmmisions Excluded. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts. 






































































ZZAP, FOXX and MAXX PC’s 


ZZAP PC 


Intel Pentium MMX P200 or P233 


FOXX PC 


Intel Pentium II 233 


MAXX 3Dfx Intel Pentium II 266 or 300 


Shown with the standard high-quality 14” ADi monitor 

FROM £599.99 INC VAT 

Loans from 17.5% APR, subject to status 


i 
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New Lower Price 
£765.95 EX VAT 




Shown with optional 15” Hi-Res ADi monitor (add £60) 

FROM £ 1399.99 INC VAT 

Loans from 17.5% APR, subject to status 


Pentium II Power 
£1191.48 EX VAT 




Shown with optional 17” Hi-Res ADi monitor (add £210) 

FROM £ 1699.99 INC VAT 

Loans from 17.5% APR, subject to status 


Even More 
Power 



New Low Price 
£1446.80 EX VAT 


Graphics Power 


Graphics Power I Intel pentium ll 







Intel Pentium 11 







XS VERSION 
COSTS £100 
MORE FOR 
THESE SEVEN 
TITLES AND 

P233 CPU 


The software titles supplied with Special Reserve PC’s may vary subject to availability 


The Special Reserve BIG 30 Games Pack 

is included with all ZZAP, FOXX and MAXX PC’s 


The Special Reserve 
MAXX 3Dfx PC 


The Special Reserve 
ZZAP.net PC 


The Special Reserve 
FOXX PC 


MAXX, AS THE NAME SUGGESTS, IS A FLAGSHIP AMONG 
COMPUTERS. Massive hard drive, highest speed, best 

SOUND, LATEST SOFTWARE, TOP GAMES AND HUGELY POWERFUL 
GRAPHICS ACCELERATION. A TECHNOLOGICAL DREAM MACHINE. 

Pentium II P300 models are now under £2000. 


Essential differences to FOXX PC are underlined 


6400 MB Quantum Fireball SE Ultra DMA hard drive with 
double speed transfer at 33 MB/sec and 9.5 Ms seek time 
Twenty Four x Speed ultra fast Creative Labs CD ROM 
Sound Blaster AWE 64 Value Latest Creative Wavetable 
sound card and synthesizer with 64 voice polyphony 
New Diamond Fire GL 1000 Pro AGP 8 MB SGRAM 
graphics card with 230 MHz RAMDAC and Open GL 3D 
acceleration. Fitted directly to Advanced Graphics Port on 
P2 Motherboard. This card can handle 16.8 million colours 
Diamond Monster 3Dfx 4 MB PnP 3D graphics 
accelerator, in addition to Diamond Fire card. For blistering 
Voodoo, OpenGL and Direct 3D performance. Enables 
complex 3Dfx rendering routines built-in to many new games 
Intel Atlanta AL440LX High performance Pentium II ATX 
motherboard with 512k of Pipeline Cache 
Intel Pentium Pentium II 266 or 300 Mhz CPU 
ADi Provista pixel-perfect 14” 0.28 dot pitch SVGA colour 
monitor with tilt & swivel stand and 2 year ADI on-site 
warranty. Optional 15” (add £60) or 17” models (add £210) 
Now with 64 MB SDRAM DIMM true 64-bit memory for 
higher speed processing. Expandable to 256 MB 
New Screenbeat Maxim 300 Watt PMPO Subwoofer and 

satellite speakers with Surround Sound and variable Bass. 
High-fidelity output to give amazing quality at any volume 
Swan Neck Microphone, mouse and mouse mat 
New Programmable Keyboard (e.g. volume control) 

All software installed and also on CD except demo's 
Windows 95 Release 2. Microsoft’s latest system, 
complete with Internet Explorer 4, Net Meeting, Active 
Movie and Microsoft Front End web authoring 
Creative Labs Sound Suite 


MAXX 3Dfx Software Pack 

Five enhanced 3Dfx games CD’s. Formula 1 (Psygnosis), 
EF2000, Descent 2, Hyperblade, and Mechwarrior 2. 

These games are included with the BIZZ 3Dfx PC 
Five Microsoft CD’s. 

Microsoft Works V4 for Windows 95. A leading integrated 
suite of applications including a Word Publisher (Word 
Processor + graphics), Spreadsheet and Database 
Microsoft Encarta 96 best-selling Encyclopedia, UK version 
Microsoft Fine Artist - superb for budding designers 
Microsoft Wine Guide - guide to regions and 6000 wines 
Microsoft Dangerous Creatures 
Three Dorling Kindersley CD’s. 

DK The Way Things Work 2 
DK Encyclopedia of Science 2 
DK Encyclopedia of Nature 2 
Championship Manager 2 
Special Reserve BIG 40 
Games Pack. Pictured below 
and listed under ZZAP PC’s. 


Additional Features of the Internet-ready 
MAXX 3Dfx .net versions 

Diamond Supra Express 56K Voice/Fax/Modem 
The latest high speed modem ready for future transmission 
rates. With answerphone, fax broadcasting, phone book, 
remote access, e-mail and more 
Five months FREE internet connection 
via CompuServe, AOL, LineOne, Virgin.net and Microsoft 
Trio Software Answers your telephone, takes messages 
and sends and receives faxes 


Hand-built in the UK from leading brand components, the 

ZZAP OFFERS raw power AND AN ABUNDANCE OF FREE GAMES 

SOFTWARE. There’s even a built-in modem and five months 

FREE internet TIME. WE SINCERELY BELIEVE THAT YOU CAN’T 
buy a BETTER PC FOR UNDER £1000. 

• Now with 2100 MB Quantum Fireball SE Ultra DMA 
hard drive with double speed transfer & 9.5 Ms seek time 

• Now with Twenty Four x Speed Creative Labs CD ROM 

• Sound Blaster 16 Vibra sound card. Genuine Creative 
Labs (sets industry standard) and fully compatible 

• Phone Blaster 28.8 Voice/Fax/Modem. A quality high¬ 
speed Creative Labs Fax/Modem built-in to the Sound 
Blaster 16 Card. With speakerphone, answerphone, fax 
broadcasting, phone book, voicemail, e-mail and much more 

• Diamond Stealth 3D 2000 Pro 3D Windows and Graphics accelerator 
fitted with a full 4 MB of graphics RAM. DirectX3, Direct3D & Video CD 
compatible. This card gives SiZZling 3D performance. 

• Gigabyte Intel Triton 3 VX High performance MMX 
motherboard with 512k of Pipeline Burst Cache 

• Intel Pentium P200 MMX CPU (P233 in XS version) with 
silent fan, MMX gives substantial speed increase 

• ADi Provista pixel-perfect 14” 0.28 dot pitch SVGA colour 
monitor with tilt & swivel stand and 2 year ADI on-site 
warranty. Optional 15” ADi monitor (gives 50% more 
screen resolution - add £60) or 17” ADi monitor (add £210] 

. Now with 32 MB Fast EDO RAM expandable to 256 MB 

• Creative Labs Stereo speakers 

• Windows 95 keyboard, mouse and mat 

• All software installed and also on CD except demo’s 

• Windows 95 Release 2. Microsoft’s latest system, 
complete with Internet Explorer 4, Net Meeting, Active 
Movie and Microsoft Front End web authoring 

• Creative Labs Video Software and Sound Suites 


ZZAP.net Software Pack 

• Carmageddon - the chart-busting mahem game on CD, 

• Special Reserve BIG 30 Games Pack containing 
Civilization, Formula 1 Grand Prix, Master of Orion, 
Sensible Golf, Zone Raiders, Archer Maclean’s Pool, B17 
Flying Fortress, Dogfight, F117A, Subwar 2050, Starlord, 
Machiavelli, FI 5 Strike Eagle III, Manic Karts, Lure of the 
Temptress, Iron Assault, Goal, Hand of Fate, Gunship, 
Jack Nicklaus Golf, Mig 29, Silent Service 2, Team 
Yankee, Championship Manager, FI 9 Stealth Fighter, 
Ishar, Hokum KA50, Conspiracy, Campaign, Grand Prix 
Masters and playable episodes of Jedi Knight, Hexen 2, 
Tomb Raider, Duke Nukem 3D, Quake 2 & Swiv 3D 

• Five months FREE internet connection 

via CompuServe, AOL, LineOne, Virgin.net and Microsoft 

• Supervoice Software Answers your telephone, takes 
messages, forwards calls, alerts your pager, sends and 
receives faxes. Includes Visual Dialer and Text-to-speech 

Extra Features of the ZZAP- XS .net version 

• Intel Pentium P233 MMX CPU instead of P200 

• Microsoft Works V4 A leading integrated suite of 
applications including a user-friendly Word Publisher 
(Word Processor + graphics). Spreadsheet and Database 

• Microsoft Encarta 96 Best Encyclopedia 

• Microsoft Fine Artist for young artists and designers 

• Microsoft Wine Guide 6000 wines and their regions 

• Microsoft Musical Instruments 

• Microsoft Dangerous Creatures 

• Dorling Kindersley The Way Things Work 


The FOXX is very hard to beat. The huge hard drive, 
FAST CD ROM DRIVE AND 4 MB, 3D GRAPHICS SPEED ARE 
COMPLIMENTED BY A WEALTH OF INFORMATION WITHIN 

Microsoft reference CD’s plus a comprehensive variei 

OF FAMILY SOFTWARE AND MASSES OF GAMES. 


Essential differences to ZZAP PC are 
underlined for ease of comparison 


• 4300 MB Quantum Fireball SE Ultra DMA hard drive with 
double speed transfer at 33 MB/sec and 9.5 Ms seek time 

• Twenty Four x Speed ultra fast Creative Labs CD ROM 

• Sound Blaster AWE 64 Value Latest Creative Wavetable 
sound card and synthesizer with 64 voice polyphony. A 
MIDI card capable of composing and playing symphonies 

• Matrox Mystique 3D MGA 4 MB PnP wickedly fast 3D 
Windows and Graphics accelerator. 4 MB SGRAM high 
speed video memory. DirectX3, Direct3D and Video CD. 
This is our top selling PCI graphics card. The one to beat 

• Intel Atlanta AL440LX High performance Pentium II ATX 
motherboard with 512k of Pipeline Cache 

. Intel Pentium Pentium II 233 Mhz CPU 

• ADi Provista pixel-perfect 14” 0.28 dot pitch SVGA colour 
monitor with tilt & swivel stand and 2 year ADI on-site 
warranty. Optional 15” ADi monitor (gives over 50% more 
screen resolution - add £60) or 17” ADi monitor (add £210) 

• 32 MB SDRAM DIMM true 64-bit memory for higher speed 
processing. Expandable to 256 MB 

. .New. Scre enb eat M ax im 12 0 Wat t PM P Q speakers with 
Surround Sound. Swan Neck Microphone 

• Windows 95 keyboard, mouse and mat 

• All software installed and also on CD except demo’s 

• Windows 95 Release 2. Microsoft’s latest system, 
complete with Internet Explorer 4, Net Meeting, Active 
Movie and Microsoft Front End web authoring 

• Creative Labs Sound Suite 


FOXX Software Pack 

Eight Amazing Microsoft CD’s. 

Microsoft Works V4 for Windows 95. A leading integrated 
suite of applications including a Word Publisher (Word 
Processor + graphics). Spreadsheet and Database 
Encarta 96 best-selling Encyclopedia (UK version) 
Autoroute Express road map and route planner 
Microsoft Wine Guide - guide to regions and 6000 wines 
Explorapedia spectacular Encyclopedia for kids 
Creative Writer and Fine Artist brilliant programs for young 
writers or budding designers. 

Microsoft Golf 2 Multimedia 

Kai’s Power Goo extraordinary image processing suite 
Moto Racer, Disney Toy Story, Championship 
Manager 2 and Star Trek - The Next Generation 
Special Reserve BIG 30 Games Pack Pictured below and 
listed under ZZAP PC’s. 


Additional Features of the Internet-ready 
FOX X.net versions 

Diamond Supra Express 56K Voice/Fax/Modem 

The latest high speed modem ready for future 
transmission rates. With answerphone, fax broadcasting, 
phone book, remote access, e-mail and more 
Five months FREE internet connection 
via CompuServe, AOL, LineOne, Virgin.net and Microsoft 
Trio Software Answers your telephone, takes messages 
and sends and receives faxes 


”There is nothing we have seen in the past year to touch the Special Reserve PC” 
“Totally outrageous for a home computer - can they really supply all this for £1500” 
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As the new company name, Cendant takes control over all the CIIC Software companies, [ 
the development division of Sierra is now to be sailed Sierra Studios. New name, new games 


The game features many shifty characters that make for very interesting sub-pints 


/ list for holiday destinations for most, but for 
' l^numtfer of people arrived in a tour group it 
holds many rewards. Along with the point 
and click aspect of the game, we are 
introduced to some interesting puzzles. One 
of the main brain teasers is the map of the 
ar:ea that players have to decipher to 
complete the game. When connected, various 
. landmarks in the area make a shape that 
• relates back to the story. They have put a lot 
■^'of detail into the backgrounds to the game 
to make it a real as possible. Most of the 
buildings in the game are based on actual 
constructions and are all real-time rendered. 
The game is nowhere near in a finished state 
yet, but it won't be long before we can enter 
a new Jane Jensen world. ■ 




Players use a remote camera to 
view all the scenes in the game, 
giving them much more freedom 


flyvaniic 1ightin^Rd^#j|pte'^ew 
^ ^eimwisment^^ 


■ ill 3ny people Wiili^noW. of:the Gabriel 
Knight series, and; its i^triguihg plots 
and taxing puzzles. The last gani^~ih/the 
series was Gabriel Knight 2: The Beost 
Based around dafkr goihgs lon ih,|3ermany, the 
game was; a point anh^click classic that used , 
video imagery to; gieatlbtfe'Gt..'fefe 
3: Blood of the Sacred/ Blood of tKe Dahined ]s 
the new instalmentj from Jane,'debsen due out 
at the erijj^of thi^year. Many;i^fts of the 
game will be .recognisable tor,fans; including 
the main character Gafegel, but-certain things 
have-changed. ^ 

They have done away with the’video look 
and gone; for a more^explorable-^garne;; 
environmeht^ Using Sierra's ne5y;G3Tehgine,' . 
the game'is now in full 30 so players, can 
wander about freely looking at anything that 
;eatches;their eye and; interacting with the 
thirty or so characters; ihVthe game. 

: ,.Th^^bry ii;set in a French town> and 
playefs^ mu|t$G|ve the mystery behind 
RennefChatteau. Without divulging the plot 
too much, the chateau is at the centre of all 
manner otstrangee^ts' I^hasUinks with 
the^Templaj^l'hreemasbnsi Jesus, the Holy 
Graiha'nd vampires - not at the top of the 
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HBSTsighting 





Possibly the greatest PlayStation game ever released is on its way to the PC - we 
visited Sqoaresoft in California to see how their masterpiece is progressing... 


f you're a die-hard PC 
fan then you could be 
forgiven for having never heard of the 
hugely successful Final Fantasy series of 
role-playing games, which has been 
entertaining console owners for the last 
ten years. 

The original Final Fantasy game 
released in 1987, was available only 
on the Nintendo Entertainment System 
and was never released in Europe. All 
of the previous six Final Fantasy titles 
were available to the RPG mad 
Japanese, while the United States 
missed out on a couple, and we in 
Europe were apparently completely 
overlooked until now. 

Unlike many other software 
companies. Square believe in only 
gracing one platform at a time 
with their titles - concentrating 
solely on the quality of that 
product without having to 
worry about how it will perform 
on other systems, and also aiding 
the chosen hardware's success as 
potential owners opt for it over 
other, 'Square-less' systems. Last year 
Final Fantasy VII was released for the 
Sony PlayStation as Square made the 
move away from Nintendo and 


cartridge based software to the now 
well established PlayStation, and its 
significantly higher capacity CD 
system. Sales of the Final Fantasy 
series are now in excess of 15 
million, with Final Fantasy VII having 
already sold more than 3.2 million 
units in Japan alone. In June of this 
year we can expect the European and 
American figures to close the gap on 


the Japanese as the greatest RPG 
series in history makes its PC debut. 

In the beginning... 

After marvelling at the intro you'll 
begin the game almost without 
realising as the cinematic sequence 
(like all those found in FFVII) blends 
seamlessly into the gameplay. Your 
adventure begins in the city of Midgar 






As early on in the game as the first mission, it becomes apparent that final Fantasy VU is no ordinary RPG. Gameplay and FMV combine perfectly to heighten the experience 
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There are nine playable characters in Final 
Fantasy VII although their characteristics 
and motivations change 
throughout the game and you 
might not ever meet some of 
them, without 
giving too f 
much away let 
me introduce you 
to... 


1 ?: 









young flirt by the name of Aeris. The 
love triangle that follows obviously 
makes for some interesting gameplay, 
but there's a lot more to Aeris than her 
ability to sell flowers and wink at 
boys. It's obvious from the moment 
she joins you that she has some 
magical abilities but it's not until 
much later that you'll find out 
who she really is. 


Yuffie Kisaragi 

A 16-year>old ninja from the ancient 
city of Wutai, Yuffie will occasionally 


J 





Cloud Strife 

The game's central character, 
and the only one you get to 
control initially. Cloud is an 
ex-member of SOLDIER 
turned mercenary, his only 
motivation at the beginning 
of the game is hard cash, 
but as he learns more about 
what's going on and about his 
own past with the evil Shinra 
corporation, he becomes more 
and more involved with the 
struggle for the survival 
of the planet. 

KSrace 

The leader of 
underground 
resistance movement 
called AVALANCHE, 

Barret (who 
incidentally bares 
more than a 
passing 
resemblance . 
to Mr. T) will 
be the first : 
character to^l 
join your party. Relying 
heavily on brute strength 
and his 'Gun-arm', 
his motivation 
has always been ^ 
to protect the 
planet > although 

before meeting Cloud his methods have 
always been 
very primitive. 

Tifa Lockhart 

Working as a barmaid almost inevitably 
makes Tifa a love interest for our young 
hero, especially after he's had a few - 
but in the Final Fantasy world nothing is 
as it first appears, and as you progress 
further into the game their 
relationship (and their past) becomes 
increasingly complicated. Tifa is also 
a powerful member of AVALANCHE 
who will happily take on any enemy 
with her fists, 

Aeris Gainsborough 

Just as you think you're getting 
somewhere with Tifa, along 
comes this beautiful 



Red Kill 

Found in a 4 

■ 

k laboratory 

and 
with a 

name like Red 

XIII you'd assume that this intensely 
coloured animal is the result of a 
genetic experiment or similar, and for a 
long time you'll know very little else 
about him. But like all of the 
characters in Final Fantasy VII, this 
, superb close range fighter has an 
interesting past, a personality, 
and his own reasons for 
wanting to save the planet. 

Gait SIth ^ 

Apparently this bizarre 
. looking character is 
actually a cat, riding on the ^ 
^ ^ back of a giant stuffed 'Mog' 

toy that he magically 
brought to life. 'A 
likely story... that's 
what they all say' we hear 
you cry, and you're wise 
to be suspicious - as 
we've already said, 
nothing in Final Fantasy 
VII is as it first seems. 







w HF- 


Old Highwifld 

A tough talking pilot 
who dreams of getting 
to outer space, 
r Cid joins your 
party just in 
time 

/ to \ 

pilot ‘ “ w 

^ some of the vehicles you 

\ acquire later in the 
game that allow you to 
reach previously 
^ inaccessible areas of 
•*'' the world map. His 
handmade spear and 
fearless attitude also 
make him a handy ally to 
have in a fight. 









attack your party as you 
negotiate wooded areas. She's not too 
difficult to beat - but she'll always run 
away with something stolen from you 
before you actually kill her. The only 
way to put an end to her attacks is by 
convincing her to join you, which is 
harder than it sounds but well worth 
persevering with. 

Vincent Valentine 

The closest thing to a secret character in 
Final Fantasy VII, Vincent isn't essential 
to complete the game but with his 
knowledge of firearms he's definitely 
worth enlisting - if you can solve 
the puzzles 


\ 




A k 


necessary to 
find him. 









Incredibly, the PC version looks 
significantly more stunning than 
on the PlayStation 
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FUN AND 


Most RPG Style games 
contain sub-games of 
some description, but 
where most of these 
consist of little more than 
a quick session with a 
gambler in the local 
tavern. Final Fantasy VII 
contains a wide variety of 
sub-games - some of 
which could almost be 
released as budget titles 
individually. 

These are the main sub¬ 
games that you'll be required 
to play at some point during 
your adventure... 

Bike Chase 

In this Road Rash style 
racing game you have to 
defend the vehicle that 
your comrades are riding in 
from the enemy bikers. 

Submarine Battie 

In command of a stolen 
submarine, you have to 
seek out and destroy every 
enemy sub in the game 
area within a time limit. 

Chocobo Racing 

Initially you'll only get to 
bet on the Chocobo races, 
but later in the game you 
get to breed and ride 
them yourself. 

Snnwboarding 

Collect the balloons as you 
race towards the bottom of 
the slope - this game is 
every bit as good as certain 
snowboarding games that 
have appeared on some 
consoles recently. 



Ahh... so that’s what this is all 
about, should’ve known! 




natural resource are finite and the 
relentless mining has now reached 
such levels that it's endangering the 
very life of the planet. 

As a mercenary you've been hired by a 
resistance group called AVALANCHE who 
are planning to blow up one of the Mako 


wander around an entire continent - 
choosing to visit or ignore locations as 
you see. fit. You still need to do certain 
things to proceed, but Square have very 
cleverly designed the game in such a way 
that even though you're obviously being 
guided from one location to another - you 


if ynu’re taking tun long your characters are 
likely to take a hit of a hattering in the meantime 



where an evil mega-conglomerate 
called Shinra are using giant reactors 
to suck 'Mako energy' from the planet. 
Unfortunately the supplies of this 


reactors in the city. Initially the gameplay 
is quite linear as you follow orders from 
members of the AVALANCHE group and 
complete a number of varied 'missions', 
but as you discover more and more 
locations within the city you are given a 
lot more freedom. Until you escape the 
confines of the city, which at one stage 
requires you to take part in a high speed 
Road Rash style racing game, you'll have 
to visit certain places and talk to certain 
people in order for the plot to continue. 
But once you're outside making use of the 
world map screen, you'll be able to 


feel at all times that you're able to travel 
wherever you like, and later on, take part 
in sub-games and non-essential quests. 

As with many games in this genre, as 
you progress more and more areas of the 
world map open up to you. This is achieved 
by acquiring new modes of transport such 
as buggies, seaplanes, and giant airships - 
all of which can make entire continents 
suddenly available for you to explore. 

With Final Fantasy VII spanning 
three CD Roms it'll be no surprise that 
there are plenty of locations for you to 
visit, although it has to be said that a 



RPG games have always had great gameplay hat with stunning visuals like these, Final Fantasy VII will set a new standard within the genre 
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lot of the storage space on the disks 
will be taken up with the 60 minutes of 
high resolution cinematic sequences 

let battle eonunenee! 

One of the cleverest aspects of Final 
Fantasy VII is its Active Time Battle 
system (ATB), which basically takes 
the format of turn-based combat 
normally found in role-playing games 
and adds an element of time which 
makes the battles much more realistic. 
Different characters have different 
attack speeds and so each of them 
has an attack time bar which has to 
fill up before the character can 
perform an attack. These bars fill at 
different speeds depending on which 
character they're attributed to, 
meaning that in the time it takes a 
slow heavyweight character to make 
an attack, a smaller ninja style 
character might have struck two 
blows. The other effect this system 
has is that it adds a sense of urgency 
to battle situations - the player is no 
longer able to spend a huge amount 
of time pondering over different 
battle plans safe in the knowledge 
that the enemy won't attack until it's 
their turn, the enemies use exactly 
the same system as you and so if 
you're taking too long your characters 
are likely to take a bit of a battering 
in the meantime. There are a large 
number of hostile encounters in 
FFVII, but thanks to a seemingly 



V ^ 





infinite number of different 
adversaries, and countless new skills, 
weapons, and magic spells that can 
be gained by your characters, these 
never get boring. 

Fortunately this would seem to apply 
to every aspect of Final Fantasy VII - from 
the moment you first take control of Cloud 
until you successfully ensure the safety of 
the planet, you'll be completely hooked. A 


few of us in the office have already 
completed the PlayStation version, but are 
looking forward to getting our hands on a 
finished PC copy so that we'll have an 
excuse to play through it all again! 

Don't miss our full review in a few 
months time when we'll be devoting 
as many pages as the powers that 
be will let us to this stunning 
gaming experience. ■ 



lANCY GOIN’ 
DAN THE 


If you're hoping to 
complete Final fantasy 
VII in 35 quick 3 time 3S 
possible then we strongly 
recommend that you 
avoid the Gold Saucer 
jprcade. But if, like us, 
you never want the 
adventure to end then 
why not kill a few hours 
on the variety of games 
available? You might even 
find yourself leaving with 
more money than you 
went in with. 







The camera angles onl]i really move around when cutting in and nut of cinematic sequences, but the main areas nt gameplay have all been beautifully designed and rendered. We love it! 
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Tie year Is I9B7, a time when Braad Prix racing was fast, daagereus 
and withniit regulatian. Grand Piin legenis takes you back in time. 



Publisher: Cendant 
Developer: Papyrus 
Release: June 
Web site: N/A 
Players: 8 



Papyrus Design Group is the 
motorsports software 
development division of 
Sierra On-line. The company 
is based in Watertown 
Massachusetts and employs 
around seventy people. One 
of the main men in the 
company, the guy behind 
the radical new physics 
engine, is Dave Kaemmer. 
He is a keen driver himself 
and says that most of the 
team that work on their 
racing games drive racing 
cars on a regular basis. Not 
vintage vehicles mind you, 
but the modern day 
equivalent. Dave said that 
they wanted to make a rich 
gaming experience, one 
that would teach you how 
to drive a race car. If he 
succeeds then this game 
will be awesome 




n 

■ rand Pnx Legends' developers are 
HLmH best known for their American- 
based racing games such as the NASCAR 
series. The trouble with NASCAR racing is 
that the cars are fast and all that, but the 
tracks are simply oval-shaped. Apparently 
it does make for an exciting spectator 
sport, but I doubt if the driving experience 
lives up to much. Thankfully Papyrus put 
aside their American routes for a while and 
decided to design a game set in the past. 
They chose the year 1967, because it was 
the last year before turbo came in and the 
cars had limited downforce (no spoilers) 
which made the cars very volatile and 
ultimately more dangerous. As you can 
imagine, this was an ideal basis on which 



to build a new racing game that would 
give players a great driving feel. The 
company had been working on a new 
engine too, so this new game would be 
the best shell to show it off. 


Model potential 

The new physics model that is at the 
centre of the game is revolutionary to 



the point of perfection. With most 
racing simulations all of the calculations 
for speed, glide and downforce, etc, are 
done in only two dimensions, so when a 
car moves onto a different surface it 
starts to cause trouble. Take TOCA 
Touring Car Championship for example: if 
you put a centimetre of tyre onto the 
grass you have had it, you will just spin 
and find yourself in last position. With 
GP Legends' new three dimensional 
engine the car is subject to many more 
factors that give the game a reality all 
of its own. The tracks are quite elevated, 
which adds enough excitement anyway, 
but as you move over the brow of a hill, 
if you don't apply the brakes then you 
will just lose control. That's not just 




Tbe smoke effects in tbe game are looking quite impressive, players will have to watcb out for wheel spinning as the tyres don’t grip well in these cars 
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Papyrus' other main game 
to date must be NASCAR 
2. The game features all 
the major drivers, teams 
and sponsors from the 
1997 championship, 
including the sixteen 
tracks. It was this game 
that gave Papyrus a 
chance to show off their 
second physics engine 
and paved the way for 
what would become 6 P 
Legends. In fact they are 
currently working on 
NASCAR 3 and plan to use 
the GP Legends engine in 
that along with improved 
AI and a new multiplayer 
set up. Should look good 


distinctive features to provide enough of 
a chaUenge, the most noticeable are the 
hills and slopes which we haven't seen 
much off before. Though they have 
proved very difficult to model. 

The game modes will provide a 
good challenge for single player and 
multiplayer games. There can be up to 
twenty AI cars racing at one point, 
and up to eight human players in 
multiplayer without any slow down. 
This really makes for exciting gaming 
and collisions too. The graphics are 
detailed enough to add the finishing 
touches the game needs - we got to 
see a few explosions that looked quite 
impressive too. 

This game has the potential to be 
one of the best racing games available 
on the market, even though it is set 
over thirty years ago. With 3DFX support 
as well, we can expect great things from 
Grand Pnx Legends. ■ 


because you are going too fast, but 
when you are accelerating the front end 
of the cars raises up and at points on 
the track you can leave the ground. 

Also, if you accelerate too quickly you 
will loose traction and the back end will 
whip out - it is so responsive. 

Pleasure driving 

The guys at Papyrus wanted to make a 
game which would teach people to drive, 
something that was exciting enough to 
keep people addicted. Their initial worry 
was that the game would be too 
challenging. When we played through a 
few of the tracks it took us quite a while 
to be able to go around the track without 
spinning off. Once we had persevered long 
enough, we soon got the hang of the way 
the car handles and things got 
interesting. We were driving using a really 
good steering wheel which seems 
essential with this level of game. To make 
things a bit easier for beginners, they 


major circuits that were part of the 
season back then. Some of them are not 
the same as they used to be, others 
don't even exist anymore, so they have 
had to gather as much information. 


The new physics model that is at the centre of the 
game is revoiutionary to the point of perfection 


have different difficulty levels and car 
choice, as some of the cars are easier to 
control that others. 

Teams and drivers 

Back in those days there were no 
Benetton or Williams teams treading the 
world circuit, but you did have big 
names such as Lotus, Brabham and BRM. 
The game has these three teams 
licensed so far, but they are still 
working on trying to get Ferrari. A 
number of drivers have also been signed 
up; there are about fifteen so far, 
including Jack Brabham and Jim Clark. 
The only trouble is the fact that about 
half of the drivers have now passed 
away, so it is difficult to get permission 
from their estates. It has also been a 
nightmare for them to secure all the 


maps and photos from the time to 
create as realistic circuits as possible, 
right down to the correct sponsors for 
the stands and barriers. So far you will 
notice Champion, Mobil and Pepsi,which 
gives the authentic detail that fans of 
the era will want. 

Keeping on track 

There are eleven tracks that were featured 
in 1967, including Monza, Mexico City, 
Nurburgring, Rouen and Watkins Glen to 
name but a few. Each has many 


With the hrand new physics engine, Papyrus have managed to simulate the car’s movements like never helore, mest nnticehle when the cars glide over hills and the impressive m p insi n ii Q 
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Without doubt 3D Realms' biggest 
blockbuster to date has to be the riotous 
first-person perspective shoot-'em-up, Duke 
Nukem 3D. A massive hit on the PC, 
PlayStation and the N64, Duke Nukem 3D 
marked 3D Realms' emergence as one of the 
world's leading development studios. 

The game's tongue-in-cheek humour, 
combined with sprawling levels, unique 
monsters and an arsenal of innovative 
weapons made it an almost universal hit 
with PC gamers. 

Its 3D engine may not have been up to 
the same standard as Quake's and its 
multiplayer options were also limited, but it 
still ranks as one the UinMATE PC team's all- 
time favourite 3D action games 



















mi 






Although Max Payne hasn't 
generated quite the same level of 
exdtement as Duke Nukem Forever 
and Prey, it nevertheless looks like 
another highly promising title. Set in 
the violent underworld of New York 
City, the game will cast players as a 
tough cop by the name of, yeah, you 
got it. Max. Framed for the murder 
of his boss. Max is out to clear his 
name and lots of bloody shoot-outs 
with hardened criminals will no 
doubt ensue. 

Although we're yet to see 
anything but screenshots of the 
game, the 3D environments in Max 
Payne look saturated in the kind of 
dark, oppressive atmosphere you'd 
expect from New York's slums 



3D Realms Entertainment (to 
give the company its full 
name) was formed in 1994 as 
a division of Apogee and has 
one very simple aim - to make 
the very best real-time 3D 
action games. You won't find 
the company deviating off the 
3D track because they believe 
that by dedicating all their 
efforts on the development of 
one type of game, they can 
lead the market. This 
philosophy has helped them to 
attract some of the gaming 
world's top 3D programmers 
and resulted in the hugely 
successful Duke Nukem 3D. 
Following this, the company 
has Prey and Duke Nukem 
Forever, both of which are 
hotly tipped to be amongst 
1998's best-selling games 


U aking a break from working on 
Duke Nukem Forever, George 
Broussard kindly gave some of his 
valuable time to chat with us about 
the game and all his other previous 
and forthcoming ventures. Here's 
what he had to say for himself. 


UPC: Boring one first. How did you 
first get into computer game design? 

6B: I've been a die-hard gamer 
since the early days of Pong and 
Space Invaders. I was hooked 
by the late 70's and early 80's. 

I was always playing anything 
I could get my hands on and • ' r 

buying the new computers ^ 

that came out like the VIC-20 and C- 
64.1 was always a "back seat" 
programmer/designer until late in the 
80's when I was in college. I started 
playing around with writing games and 
my friend of many years (Scott Miller) 
had put some games in this thing he 
called "shareware" and was making a lot 
of money at it. I followed suit and before 
long we were both making more money 
than our real jobs, so we quit (he did so 
a little earlier) and started Apogee 
Software. From there we just kept making 
games, recruiting new developers and 
things just grew. 


3D Realms’ two leading lights, 
Scott Miller fLeft| and Eeorge 
Broussard [Right] pose for a 
moodv shot in front of one of 
Duke Nukem 30’s famoos dancing 
girls. Expect more of the same in 
Duke Nukem Forever 


about twelve or thirteen people most 
of the time. Duke Nukem Forever will 
probably take about 16-18 months, but 
you never know until you are done. 
Bottom line is we will work on the 
game until it is fun and we think 
others will have fun with it. For man 
hours, you can multiply months by 
about 250 hours a month per person, 
times about twelve people. So that 
comes to something like 54,000 man 
hours for an 18 month game. 


UPC: What are the most important 
qualities you want to see, when someone 
comes to you looking for a job? 

GB: First is that they are a game fan. Skills 
are great, but we want guys that play games 
and have opinions on what makes a good 
game. The more input we get when making a 
game the better. After being a game player, 
we obviously look to see if they are talented 
at what they do. Finally, we almost always 
have them meet the people here or the team 
they will be working on. Chemistry and 
"fitting in" are crucial when you work twelve 
hour days for a year or more with people. 


UPC: In Duke Nukem 3D, Duke comes out 
with some classic Roddy Piper quotes. Is 
"Hell comes to Frogtown" a major influence 
on your game design philosophy? 

GB: Not really, but pop culture 
references play a big part in the Duke 
Nukem universe, hence all the inside 
gags we had in Duke Nukem 3D. We 
love movies, TV, and anything 
scandalous or newsworthy. We will try to 
incorporate as much material into each 
Duke game as we can. People love inside 
jokes and references to other things 
they are familiar with. 


UPC: How many man-hours have gone 
into the making of Duke Nukem Foreverl 
Has it taken longer than Duke Nukem 3D1 
GB: Duke Nukem 3D took about 20 
months to complete, and that was with 


UPC: One of the things that made Duke so 
popular was the bawdy humour, and also 
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about the game at this 

relatively early stage of the naked chicks. Will Duke Nukem Forever think when the game comes out it will 

development, this is the only carry on in this vein? Can you tell us still be 'fresh' and look different enough 

Duke Nukem forever screenshot some of the quotes we can expect to that players will enjoy it. 


officially released. Pity! 



PREY 

At the very heart of Prey lies 
3D Realms' own 3D engine 
which has been based upon 
the company's Portal 
Technology. This new engine 
promises to deliver some of 
the most breath-taking 
graphics ever seen, including 
16-bit colour at a high 
resolution and real-time 
shadows and lighting. With 
full multiplayer support, 
dozens of enemies showing 
real intelligence, huge levels 
steeped in atmosphere and, 
of course, plenty of 
awesome weapons, this 
could be the 3D action game 
to blow Quake II away! 


hear from Duke this time out? 

GB: We can't give away the quotes this 
early, as there would be no surprise 
when you play the game. But obviously 
Duke's character voice and what he said 
was a big part of the success of Duke 
3D, so you can expect lots more of it. 

As for humour and strippers? Well, if 
they are in context, we'll have to 
consider it. Considering that Duke Nukem 
Forever is set in and around Las Vegas, I 
think we have plenty of opportunity. 

UPC: How many different weapons and 
monsters can players expect to see in DNF? 
GB: Hard to say since we're still making 
the game, but you can count on at least 
ten weapons with some multiple uses 
and the 'normal' amount of enemies. We 
aren't doing 50 enemies, but we won't 
do ten either. 

UPC: You've used the Quake II engine 
for Duke Nukem Forever instead of your 
reportedly superior Prey engine, because 
you want DNF out before Prey and you 
don't want the two games competing 
head-to-head. This sounds like a 
sensible argument, but have you had to 
compromise any features you had 
planned for DNF because of this? Do you 
think D/VF would have been stronger had 
you used the Prey technology? 

GB: DNF uses the Quake II engine due 
to timing. We'd have used Prey's tech if 
it was in a final state when we started 
DNF. But it wasn't, so we looked for the 
fastest/best option and that led us to 
Quake II at the time. I think the engine 
will be fine for DNF. We've added things 
like all 16-bit art, masking polygons, 
and all the other little things you'd 
expect, and a few you might not be. I 


UPC: Can we expect the same level of 
multiplayer options from DNF as we've 
seen in Quake IP. 

GB: Sure, D/VF will have all the Multiplay 
options that Quake II does, plus the 
stuff we will add. That's the advantage 
of licensing an engine. We get a very 
solid base, and can concentrate on 
adding bells and whistles to it - which 
we love to do. 

UPC: There's a whole bunch of first- 
person perspective shoot-'em-ups in 
production, what promises to make DNF 
so special? 

GB: It's Duke. There is an intangible 
about that. People want to be Duke 
for a couple of hours and play in the 
universe we create for him. There are 
so many 3D games coming and 
everyone says the same old things. 
"Interactive", "Story/plot", "AI", 
"tech features" etc, etc, etc. We 
created the most interactive 
environment people had seen two 
years ago in Duke 3D. The bottom 
line is we have a character people 
want to be and experience making 
these kinds of games. I feel 
comfortable that we can do so again 
with DNF and offer enough reasons 
for players to play it. 

UPC: Will DNF make the same full use of 
3D accelerator cards as Quake II? 

GB: Yes, again due to using the QII 
engine. We are going to lean heavily on 
hardware for the game, so we can give 
users the ultimate experience. We 
believe strongly in hardware 
acceleration and that's why Prey has 
been hardware only since late 1996. 


UPC: What sort of adventure and 
excitement can we expect to see in 
DNR What is the storyline? 

GB: We are keeping quiet on a lot of 
the gameplay issues, but the general 
gist of it is... Duke's arch nemesis. Dr. 
Proton is back, and the game is set 
around Las Vegas, so there is a lot of 
interesting things we can do. We will 
go into more details a little later, when 
we get closer to E3. 

UPC: One screenshot we have seen of 
the new game had (I think) a Humvee 
jeep in it. Are there vehicles for the 
player to drive in DNF? 

GB: Yes, there will be vehicles to drive 
in the game. We experimented with 
vehicles in Shadow Warrior, but were 
very limited with the engine and what 
we could do. Still, it was extremely fun 
to get on a tank, or a forklift in a 
deathmatch and drive around shooting 
and running over people. I think now, 
with a more advanced engine, we will do 
some really cool things with vehicles. 

UPC: How much pressure do you get 
from the so-called 'moral majority' to 
tone down the violence in your games? 
How do you respond to it? 

GB: We make the games we like. Period. 
Pressure or not. We get far more emails in 
support of our games and their content 
than we ever get negative. I mean, if you 
look back at Duke 3D now, what was all 
the fuss about? The game was PG-13 if 
you use movie-like ratings, so why all the 
backlash? Still, I expect we will push the 
envelope and dance on the line a little 
more in Duke Nukem Forever. We just can't 
seem to help ourselves. 

UPC: If there was a Duke Nukem movie, 
who would you like to see play him on 
screen? Yourself? 

GB: Me? (Laughs hysterically). Not 
unless I worked out for like five years 
and took steroids every day. Seriously, 
we are about to sign a deal with a 
producer for a Duke Nukem movie, so it's 
a very real possibility. Everyone suggests 
guys like Howie Long (looks the most 
like Duke), Arnold Schwarzennegger, 
Dolph Lundgren, etc, etc. As long as the 
guy looks like Duke and looks cool in 
shades, we'd be okay with it. 

UPC: As a big Dallas Cowboys fan, were 
you hoping Duke would ride in to town 
and wipe out the Green Bay Packers 
team after they gave the Cowboys a 
good thrashing in the play-offs? 

GB: No, I was quite happy when the 
Broncos won. That was some sort of 
justice. I think Duke probably wouldn't 
care about the Packers unless he found 
out they were infested with alien 
imposters, or they were moving in on 
his chicks. Then you'd see him kick 
some ass. ■ 
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With 7 
5 cars 
again be 

put to the test 

Feet every boneshaking bump, every nerve-wracking 
jump, every mud and gut churning skid, twist and 
turn. But don’t feet ashamed to retease the tension 
with a scream every once in a white! 


"4 slick, challengiag and different game. 
It really Is top stuff.” - PC ZONE 

“An exhilaraffng arcade racing game that 
looks gorgeous and is great ton to play." 

-ULTIMATE PC 

“All in all, it^ a fast-paced, hugely satis¬ 
fying rally game.” -PC GAMER 
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Starcraft 

From the makers of the Warcraft series comes a game 
similar nature that takes RTS games to the depths of space. 




ll.ii'i'i:| Captain_Karrde | 
Fred I 

[i.i,^tn’|i| BearOlefsky{GQL M 




ULTIMATE PC I ISSUE SEVEN | MARCH 1998 


Control freak 

For players that need to control every 
aspect of their game leaving nothing to 
chance, there are some advanced features 
planned that provide such control. We 
have seen the introduction of waypoints in 
a few games; they let players choose 
certain key points on the map for their 
patrol units to move between. These might 
be their base, mineral source or an outpost 
for spotting enemy advances. Along with 


that, units can patrol any one area at a 
time, repair bases, gather resources, attack 
certain targets and build new defences. 

Three of a kind 

Unlike many C&C style wargames other 
than the original Dune 2, Starcraft 
features three warring factions. This 
adds a complex strategic element as 
each opponent will have to be dealt 
with in a different manner. 


It’S Warcraft without the gohlins 
- prepare for space conflict 


Some of the landscapes are looking more interesting than others - jungles are good 


Joining channel: Starcraft 1 
Welcome to Battle .net! 

There are currently 3486 users online, in 1232 games and 
335 channels 

<Gunslinger(GDi)> 1 - You try playing it. 45 minute 
halves, no substitutions, no breaks. 

<1 > maybe I will someday Gunslinger 
<Liquid> gg sgt 

<BearOlefsky{GOL> My brain just escaped. 

<Sgt.Savage> yea * » 

<Sgt.Savage> yea 

<Sgt,Savage> hehe . Jk 

<Sgt.Savage> good game liquid •• 

<Gunslinger(GDI> /catchbrain BearOle^ 
you go. 

; <Liquid> ok _ 

^ <Houba> beetle hehe 


,<5onrtec5tiQn Provided By 


starcraft Beta 1 (24) 


FI 

tarcraft introduces some 
HmiJI awesome elements into the 
real-time battle context. With heavy 
emphasis on multiplayer gaming, 
Starcraft could be the one to watch for 
this year. We have been trying the game 
out online against people that already 
knew exactly what they were doing. 
Before long we were being swamped by 
air patrol units and troops were arriving 
quicker than we were building turrets to 
defend ourselves. The lightning speed of 
the game is really noticeable. Units 
move and navigate well, giving the 
game unprecedented speed. Purchasers 
of the Starcraft will be allowed to play 
on the Web via the Battle.net server 
free of charge. Saying that though, they 
won't be skimping 
on the single 
player, with up 
to 30 missions on 
a variety of maps. 
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The Terrans for example, are apparently 
masters of mobility - they move about in 
converted industrial vehicles (like 
something the A-team would knock up in 
fifteen minutes). Being criminals 
themselves the comparison tends to runs 
pretty deep, they are quite happy to live 
off of other people's resources. The Protoss, 
on the other hand, possess psionic abilities 
and utilise pure energy for their attack and 
defence tactics. Being few in numbers they 
use robotic drones to carry out the menial 
tasks such as collecting minerals, and 
because they are so powerful they take 
ages to build. Finally you have the Zerg - 
these are the chaps you see in the intro 
that enter Protoss space and start 
annihilating everything in their path. These 
brutes are bio-engineered creatures that 
have been design solely for the art of 
killing. The structures they build are 
situated on a blanket of organic matter 
called 'the creep' and this is a living 
organism itself. As you can tell, each of 
the species are drastically different from 
each other and have a specific interface to 
match, just so you remember which side 


you are on! Aside from these there are 
pirates that are always up for some action 
and are prepared to give all the factions a 
run for their money. 

How to play 

Much the same as most RTS games, 
players will be in control of their army. As 
the military leader it will be their 
responsibility to train units, build a strong 
and well defended base and gather 
resources. Players will be able to build a 
large number of units to conquer the 
enemy. Take the Protoss for example; 
there are Shuttles, Carriers, Scouts, 
Interceptors and Arbiters as far as the air 
units are concerned, and on the ground 
Probe Droids, Drones, Assault Troopers and 
Bionic Warriors to back you up. With the 
potential for upgrades, who knows how 
much havoc will ensue? 

To gather together an army that 
consists of all these units will no doubt 
take ages. Both energy in the form of 
Vespene gas and resources in the form 
of minerals will have to be collected 
and turned into useful matter. Of course 







there are all the engineering plants, 
refineries, barracks and space ports, but 
these are just a means to an end. 

One of the best looking parts of the 
game so far are the maps. Each seems to 
have a high level of detail, especially the 
Ajurian Jungle levels. The Terrans live on 
a more barren world which provides a 
good contrast to the Installation maps 
and those that are located in space. 

Starcraft is sure to be a strong title 
when completed, it is already looking 
top notch, easily comparable to Dark 
Coiony. We just have to wait for Blizzard 
to finish the solo missions, and then it's 


all systems go 

I. ■ 

T E C 

H SPECS 

PUBLISHER 

CENDANT 

DEVELOPER 

BLIZZARD 

RELEASE 

MAY 

WEB SITE 

www.blizzard.com 

PLAYERS 

1-8 



If you are one of those 
fussy types then you 
won't be happy until you 
have designed your own 
levels and scenarios to go 
with It. Now becoming a 
common feature in many 
games, the map/scenario 
editor will allow players 
to create near enough 
their own game. They can 
record their own mission 
briefings and objectives, 
create custom units and 
even change the 
characteristics of the 
units. The only trouble 
with that though Is you 
will always get some 
blight spark that will find 
out how to alter things 
online, and then set 
about beating everyone 
around with 
Indestructible units. 
Blizzard had that trouble 
with Diablo too, so It 
wouldn't be a bad guess 
to reckon they will make 
sure It doesn't happen 
again with Starcraft 






In space, no-one can see what 
the hell is going on - adds to 
the fun though I guess... 
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The war between Uprising and Battinzane is nearly upnn us 
- nut nf the darkness cnmes annther nppnnent 
in the actinn/strategy playing field. 


Unit shirting alert! This game puts 
the player in at the heart nf the 
actinn, meaning ynu get killed! 


Armour Command will have a fight on its hands when it gets released in a month’s time - Uprising and Battlezone are already rallying their troops 




FPRTS {First-Person Real-Time Strategy) 
games created during the Last months of 
this tired old millennium. As far as we 
are concerned Battlezone holds the crown 
- a classic in every sense - but there's a 
new kid on the block. 

It is difficult to say how Armour 
Command will compare to Upnsing and 
Battlezone, the idea is pretty much the 
same - simply port a 2D strategy wargame 
into a 3D action title and fenny's your aunt. 
There is obviously a little more to it than 
that, but sometimes it is difficult to see, 
especially in Upnsincfs case. So what does 
Armour Command have in store for us? 

Action vs. Strategy 

The difficult thing about trying to blend 
two distinctly different and separately 


successful game styles together is to come 
up with something that is more than a 
sum of its parts. One of the first examples 
of this type of action/strategy crossover 
must be in Dungeon Keeper. Players could 
possess their minions and really get their 
teeth into the game. Admittedly it looked 
awful, and players had no control of the 
rest of their units once they were absorbed 
in their chubby little friends. So things 
have come a long way but there will surely 
be similar compromises in the future. 

Armour Command could fit into this 
category unless it surprises us in the 
completed version. At the moment the 3D 
element of the game seems more like a 
visual display rather than a cultural 
revolution. The terrain is simply there to 
be looked at, something Like the 


m 


A 






□ 

as just a few great games that capture 
people's imaginations. Then something 
horrible happens and companies take it 
upon themselves to produce their take on 
the game and obviously only come up 
with a game that falls short of the best. 
We can guarantee that there will be 
many more action/strategy games or 


enres are strange things 
indeed. Thev usually begin life 
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PRfview 


wmnm 

Armour Command has been designed by 
the man behind X-Wing vs. Tie Fighter and 
Mechwarrior II. Here are a few questions 
that were posed to Mr Kilham about his 
new game. Armour Command. 

UPC: What inspired you to create this 
new title? 


My original inspiration for the game 
was a product I did called RoboSport in 
1991. Upon completing that product, I 
wanted to do a real-time version of the 
game combining multiple squads of 
robots. I was sidetracked from that 
project for several years because I had the 
opportunity to work on the X-Wing series, 
of which I am very grateful, but when I 
had some time to think about an original 
title, many of the old ideas came back. So 
I guess you could say I have been 
thinking about this game for over six 


years. To bring the product ideas into the 
modern marketplace, I looked at top 
products such as TIE Fighter, Command 
and Conquer and Mechwarrior II for 
inspiration, and tried to combine my 
favourite elements of each product into a 
game that allowed construction, multi¬ 
vehicle action and goal directed gameplay. 
I am very happy with the results. 

UPC: How will the action relate to this 
story and will the storyline progress as 
you accomplish each mission? 

i=Yes, the mission briefings and 
debriefings will guide you through the story. 
After successfully finishing several missions 
the player is rewarded by a hi-res story 
scene embracing the storyline to the player. 

UPC: Will you have the ability to place 
units on 3D terrain i.e. placing a radar on 


top of a mountain should give you more 
range, the same with tanks, they should 
be able to fire further? 

^ No, you can't place buildings or 
vehicles on mountains. We have found 
a very nice balance that is simple to 
play and minimises confusion in a 
3D environment. 

UPC: How big will the campaign map be 
and will you get a real sense of distance 
i.e. you don't drive from one side to the 
other in 60 seconds? 

Our maps are very large, and we 
often weave the player through valleys 
and canyons to extend the size even 
further. In a 3D world, the sense of size 
is magnified even further because the 
player sees large mountains or giant 
canyons as they are driving around. 




Himalayas; you can Look up at them but 
you have no chance of seeing what it's 
like looking down. Players will be 
restricted to ground Level manoeuvres, and 
if you have played Total Annihilation you 
will know how important those elevated 
areas are to success. Also, just Like in 
Battlezone, they have included a satellite 
map for you to reminisce over those 2D 
days. Nothing wrong with being retro of 
course, but players can control everything 
from this view which makes you wonder 
which side of the fence they are really on. 

What we can expect 

Enough of the potential shortfalls of the 
game, there are a few things you should 
know about Armour Command. Basically it 
is you (Earthly Terran types) versus the 
aliens (squiggly, not half as pretty as us 
type creatures). If your mirror was cracked 


years ago there is the possibility of giving 
up your soul to the aliens, they may have 
something to offer! Betrayal aside for the 
moment, what we are talking about here is 
some heavy wartime escapades. Build lots 
of cool vehicles and then jump into any 
one you want, just like in Battlezone. It 
looks like they are working on a few more 
than Battlezone, about 20 per side, but 
whether detail has had to be sacrificed for 
such extravagance is not known. Each of 
the vehicles can be upgraded - features 
such as shields, armour, stealth and 
weapons can be enhanced. 

The resources for the construction 
of buildings and units are to be found 
on a number of alien planets. Players 
must collect ore, hull metal for 
motherships and spacecraft, and 
sentinel metals for upgrading units and 
buildings. Along with these precious 



and much-fought-over elements, 
players must collect alien artefacts to 
advance their state of technology. 

Worlds apart 

All the action will take place on many 
different planets. Each seems drastically 
different than the last with ice, jungle 
and some strange purple world that Prince 
has put a bid in for. Each planet is full of 
alien beings just waiting to toast your 
ass. Armour Command could well end up 
being the best Looking of the three 
action/strategy titles, they seem to be 
attempting to add more features into 
their Landscapes - you won't see tree-like 
structures in Battlezone. 

This new genre is a breakthrough for 
gaming. We just hope we won't have to 
review hundreds of them, but in these 
early days it is just good to see things 
developing in new directions, and we 
are sure that Armour Command has 
much to offer - take the impressive cut 
scenes and front end for starters. ■ 




It’s nice to see some different 
looking onits instead of the usoal 
tanks and traditional vehicles 
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RELEASE 
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APRIL 
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SHYER 

UIGOIFS 

Dlllltin TUIC 


a! p h P fl 1 11 n rw 

Mort ttte 

mo fmt ul s««m 
this aanoylfigi babft of 
M:ktt49 fn soufHttrac^ 
which tre groat for tho 
ffrst ffv€ minuttS/ birt 
after that tb«y just get 
on yer irervw. The 
creatnrs decided tftzoffer 
pUy«r 2 choice ef 
twelve differspt 
sottfidtrichSk the 
being j«t; forty five 
eecnnds the tenge it 
wei#iitf In tt t hege 
twenty three 

Alt the songs can be 
assigned to sgecifk 
ciixofts arnf looped If 
necessary^ dependfgg on 
how tuiig-lhe race tafces. 
But I assure ymi, youHi 
far nere thiiigs to be 
worried about when 
racing, tfkejtrying to keep 
the wHeetf m the ground 
after hitffof evefi gentle 
rises in tile isad, or trying 
to tiere a handbrake slide 
so the ear squeals rminri 
the fharpest of corners 
wOhetfl WlBilny out of 
OtttFBt afift4ump1ng the 
gegd VBchfRe into the 
nefiwst solid object 
amity a walii 

Poverslides are also 
part of the experience 
and are essential to good 
lap times. The player will 
need to slide mind seme 
bends, as slowing down 
for it wilt tose them far 
too moch time a^ will 
give the other laacis a 
chance to overteke 


All Of the tracks in Motorhead are very well rendered, full of detail and realism. Even if the machine isn’t quite up to scratch it still hurtles along! 


strap yourselves in and prepare for the ride ef your 
life with this Impressively fast street racer! 


n f you're Looking for an 

adrenaline rush then look no 
further, those clever chaps at Digital 
Illusions have in development a new 
morsel going by the name of Motorhead 
- it's a slick 'n' smooth street racer with 
some very practical features. So as you 
can imagine, I was most pleased when a 
copy landed on my desk this morning 
for preview. 

It's quick and easy to install, and 
greets you with a well rendered intro of 
several low, sleek road eaters powering 


round a city circuit at unbelievable 
speeds, with the inevitable stomping 
soundtrack playing along with it. 
Because of its design, as long as you 
have a reasonably fast Pentium in the 
box somewhere it will quite happily run 
at full speed. Admittedly, the faster the 
machine, the prettier the graphics 
become, and boy do they look good on 
a P266 - neon lights, star effects on 
light sources, lens flare, and even 
realistic looking brake Lights! 


A track for all occasions 

The game boasts a good selection of six 
circuits, all of which are very different to 
allow the driver to experience most racing 
conditions the game can throw at them. 

First off there's the Red Rock circuit 
- a wonderfully fast track set out of 
town with a couple of gorgeous 
straights, and of course, some rather 
tricky obstacles. Like a central 
reservation with a large concrete pillar 
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just out of sight after a Long straight. 
Not to mention the torturous hairpin 
that can catch out even the wary! The 
other of the playable levels is 
Goldbridge, a city scene - hammer 
through deserted city streets, across 
long spanning bridges and round long 
winding chicanes. Among the various 
circuits there is also Neocity, Atlantika, 
Ruhrstadt and Olympus. 

Motorhead offers a good selection of 
cars too; the most basic is the Ressonic, 



fancy doing, then put the pedal to 
the metal and burn rubber! The 
league system is as you would expect; 
eight drivers compete for victory on 
each track once, the winner is given 
the most points and the loser is given 
the least. The ultimate winner is the 
driver with the most points awarded 
once all the tracks have been 
completed. Several leagues can be in 
operation at once if necessary using 
the new League and select League 


It’s a slick ‘n’ smooth 


a good all-rounder with excellent 
handling and good soft tyres which give 
lots of grip, but not much in the way of 
top speed. The ASC, on the other hand, 
is at the other end of the scale, with 
plenty in the way of power and speed, 
but unfortunately this motor doesn't 
like corners too much. Well, actually it 
loves corners loads, it just doesn't like 
going around them! To make sure that 
there is a suitable car for most players' 
driving styles, Motorhead includes a 
veritable car dealership to offer the best 
performance to players. There is an 
Adder Mk. 2, a Python V12, an ASC II, 
an R-Build 2, a Kobra X3, an Avalanche 
and a Titan. 

Set up is everything 

The main menu screen has the 
following options: one player, 
multiplayer, rankings, options, and 
finally, credits. The one player menu 
covers all the things you can do alone 
in your room, (not what you're 
thinking though!) like a quick race, 
single race, league race, time attack 
and ghost mode. The single race is 
exactly what it sounds like; choose a 
track, choose a car, choose a big 
television, (sorry, got that song on 
the brain!), pick how many laps you 


Street racer with some 
very practical features 

options. If you want to get used to 
the tracks, or just want to gain a 
really good time for a circuit, then 
the time attack is just the job - do it 
again and again until a spot on time 
is captured. The ghost mode is used 
in conjunction with the time attack, 
in that if an excellent time is 
recorded in time mode, then it's 
possible to race against the ghost of 
that challenge. This is really very 





As you can imagine, with a car that goes like a rocket, there is hound to he a few nasty accidents 



useful if any player needs to have a 
close look at their driving skills, from 
behind! The rankings screen covers all 
race times, lap times and general 
speed information for all the players, 
computer and human. The different 
difficulty Levels and tracks can also 
be viewed from here. 

Most good games require a certain 
level of user configuration to allow the 
player to enjoy a unique set up, and 
Motorhead is no exception to this, 
offering a great deal in that 
department. Among the statistics that 
can be played with are the graphics, 
(obviously!), the sound, the control 
system, and a personal options screen. 

Personally, I can't wait to get my 
hands on a full copy, it can only get 
better from here! ■ 



Put the pedal to the metal on the straights and say goodbye to your opponents 



m 




\ 



The slightest rise in the ground 
will quite happily launch the car 
into an aerobatic routine 


TECH SPECS 


GREMLIN INTERACTIVE 



DIGITAL ILLUSIONS 


APRIL 


www.gremlin.co.uk 


ONE - EIGHT 



Some of the corners will catch 
most people out, even the careful 
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characters to choose from. The gameplay is 
mission-based (24 in all) and there is a 
multiplayer arena where up to four players 
can battle it out Transformers are said to 
be everlasting, and that certainly seems to 
be the case here - they're base and they've 
gone primal. 

The thing is though, will the game 
prove to as successful as the series? What 
will be the fate of the Predacons? Only 
you can rid them from this tormented 
universe! Until next time. ■ 


Thi robots lo disioiso oovoil tbeoiselves on the PC. 

The popnior ehlMren’s telerisioo series, TToosIerniers has beeo oiade 

into 00 explosivo action game. 


east Wars 
is the 


latest in the series of 
Transformers episodes. Having 
moved on slightly from the days 
of vehicle to robot conversions, 
as the name implies, today the'/ 
are beasts. Just like the 
Transformers of the eighties, 
there are two warring factions. This time 
around you have the heroic Maximals and 
the evil Predacons who battle it out for 
universal supremacy. They can morph 
from being wild beasts to robot warriors 
of the highest calibre. This enables more 
combat variety where players will be able 
to adapt to certain situations. 

So where has this series come from? 
The last thing we heard was that after a 
few years of being at the front of the 
kiddies' game cupboard back in 1984/85, 
these bendable figures got shoved to the 
back shelf as soon as those crazy turtles 
came on the scene. According to the 
Managing Director of Hasbro, "The Beast 
Wars television series and toy line has 
already exceeded all expectations in the 
US, and we're confident we will repeat 


this success throughout 
Europe." So if that is anything 
to go by, then we can expect to see 
them flooding these shores soon - if they 
haven't started already. 

Toys are us 

After an in-depth look at one of the 
toys we were sent to the office, we can 
safely say they are up to the standard of 
the originals - it even had a water squirter 
build in for the more aggressive player. 

Anyway, on to the game itself - what 
exactly do they Hasbro have in store? 

Well, players get to choose to battle on 
either of the two sides, each with their 
own characteristics and tactics. They enter 
a 3D environment said to echo the digitally 
rendered animation of the TV series. During 
combat players can change to their other 
form at any time, and there are up to ten 



Transformers - robots in disgoise 



The arenas are not looking 
terribly detailed at the moment, 
some trees would be nice! 
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hen I heard that I had to 
I preview a game based on the 
covers of Iron Maiden's albums, I was 
mildly curious, but also somewhat 
apprehensive. I suppose I had some 
preconceived ideas about what such a 
game would look like. Then I learned that 
the game was being developed by 
Synthetic Dimensions, and curiosity 
definitely got the better of me. Having 
played and been very impressed by several 
of their past games, I wanted to see what 
they would make of such an unusual 
project, so I accepted their invitation to 
visit their HQ in Wolverhampton to see 
the game in development. 

Infinite dreams 

The brief they had been working to was 
a complicated one. Iron Maiden were 


Since the company was 
formed in 1985, 
Wolverhampton based 
software developers Synthetic 
Dimensions have been at the 
cutting edge of 3D graphics 
technology. One of the last 
few independent companies 
in the games industry, they 
were instrumental in setting 
up Core Design, of Tomb 
Raider fame, and have worked 
with publishers on both sides 
of the Atlantic. They have 
produced many excellent 
games for a wide range of 
platforms, including the 
memorable Gauntlet and 
Gauntlet II, the hit movie 
spin-off Terminator II, and 
the innovative 30 adventure 
Legends of Valour. Their most 
recent success ¥vas with the 
PlayStation and PC hit 
Perfect Assassin, which we 
reviewed in issue 2 and 
awarded a big 92%. 
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Just another average Saturday night’s zomhie-punk hunting outside the famous Ruskin Arms puh 


very insistent about what they didn't 
want to see in the game, but had no 
real plans about what they did want. To 
make matters worse, they had already 
been badly let down by another games 
company, and were in no mood for 
compromise. But when they saw a 
preliminary demonstration of what 
Synthetic Dimensions had in mind they 


were so impressed that they have also 
commissioned the company to make the 
band's next video, which will be created 
entirely using 3D computer animation. 

Can I play with madness? 

True to form, the Ed Hunter game is an 
industry first; a lightgun game for the PC. 
In general terms, you follow Ed through a 
series of seven 3D levels graphically 
inspired by Iron Maiden's distinctive album 
cover art, shooting hoards of enemies as 
you go. The exceptional quality of the 3D 
rendered environments and the animation 
of the characters has to be seen to be 
believed. The first piece of animation they 
showed me was of the Hell level, based on 


Dt IR famiiar will the name, but non’n seen tie face 
mas grinning at yea fmm hwn Maiden’s aibnn cmiers - 
1 at inidead, demnn-zninbie-ninnster-lhing... with allitnde! 





































the cover of the 1982 album Number of 
the Beast, and I assumed that it must be 
a cut scene. Company director Kevin 
Bulmer looked mildly offended: "No, that's 
what the whole game looks like," he 
assured me. He then went on to show me 
levels set in ancient Egypt, a lunatic 
asylum, the distant future, a graveyard, 
and the East End of London. All were 
equally impressive, with atmospheric 
lighting and a high level of detail. 

Stranger in a strange land 

The levels are all designed to be 
interactive, so that depending upon your 
actions you can be taken through up to 
three different routes on each level, 
meeting new enemies and uncovering 
more secrets as you go. For instance in 
the London level you can find your way 
down into an Underground station and 
through a back alley, and inside 22 
Acacia Avenue, which fans of the band 
will recognise as the address of Charlotte 
the Harlot... As you can imagine, there 
are a few secrets in there. 

The twelve-strong team at Synthetic 
Dimensions are incorrigible jokers, so 
hidden throughout the game's seven levels 
there are numerous secrets and hidden 
areas, some of which contain in-jokes for 
fans of the band, and some of which can 
lead you to... something they wouldn't let 
me tell you about! I can say that it's 
definitely worth finding all the secrets. 




Each level of the game features three 
Iron Maiden tracks played by a special 
MIDI compression routine specially 
developed for the game. Ed Hunter is 
obviously going to appeal to fans of 
Iron Maiden, but it is also designed 
to be a superb game in its own 
right, with just as much to offer 
anyone who has never even heard 
of the band. (Somewhere in Papua 
New Guinea, perhaps?) 

Be ouick... or be 
dead 

Ed Hunter boasts a whole range of 
features which are not to be found in 
any other target shooting games. For 
example, each different enemy has 
their own set of anirnations for their 
reactions to being shot in different 
locations, and depending on the accuracy 
of your shooting, you might only wound 
them. All the characters have specific 
attacks relevant to their setting. Mad 
scientists in the Asylum level will attack 



you with surgical bonesaws, or throw 
diseased brains at you, while zombies in 
the graveyard pull off their own arms and 
hit you with them! Urgh! 

King of twilight 

Since this kind of game has never 
been done on the PC before, there 
are no lightgun controllers 
currently available for the 
platform, so Synthetic 
Dimensions are having them 
designed and made especially for 
the new game. Regardless of the 
famous names associated with it, 
the focus of any new game is how 
much fun it is to play, and from 
what I have seen, Ed Hunter is 
going to be excellent. Purely from 
the quality of the graphics and the 
fast-paced action, it should make Time 
C/75/5 look like a coconut shy. The game 
is due for release in April, although 
depending upon publishers, this may be 
postponed until September to coincide 
with a simultaneous release of the 
PlayStation version. ■ 





Iron Maiden's origins can 
be traced back to 1975, 
formed by Steve Harris 
from the remnants of his 
previous band Gypsy's Kiss. 
Iron Maiden got their first 
gigs at the Cart and Horses 
pub in the East End of 
London, and later got a 
resident spot playing at the 
well known Ruskin Arms in 
Manor Park. (Both pubs are 
featured in the game). 

After a truly 

bewildering number of line¬ 
up changes that saw some 
members leaving and then 
returning, they were signed 
by EMI in 1978 after a gig 
at the Marquee supporting 
Motorhead, and released a 
live EP 'The Soundhouse 
Tapes' the following year. 
1980 saw the release of 
their first album, and a UK 
headline tour. Their first 
single entered the charts 
and resulted in an 
appearance on the BBC's 
Top of the Pops. They 
insisted on playing live, the 
first band to do so since 
The Who in 1972. 

Since those days the 
band have released another 
fourteen albums, including 
three number ones, and a 
staggering 27 singles. Their 
latest album 'Best of the 
Beasf is due for release 
this March. 





Synthetic Dimensions are the 
masters of 3D graphics and 
amazing rendered lighting effects 


MARCH 1998 I ISSUE SEVEN | ULTIMATE PC 
































PRf view 



■lLi 

LL 


How dies the conceiit of haeiniriig reued e windiig 
obstrictioo-fliled coirse ii a snail stunt aircraft 
about fift]i feet off the groind grab ya? 


I otted around this crazy world 

^ _ of ours is a group of folks who 

like nothing better than to jump into a 
very fast stunt plane and hammer round 


several miles of torturously winding 
track, using pylons as markers. 

The sport of pylon racing is not new, 
it's been around for a good few years, 
and it's only recently becoming more 
popular in the media. Inner Workings saw 
an opportunity when it was virtually 
unknown to open a new genre of game: 
plane racing. Even though the Glasgow 
based developers don't consider 
themselves game designers, with 
numerous popular entertainment titles 
under their belt, and a few new game 
ideas up their sleeves. Plane Crazy will 



make the transition into the games 
market somewhat easier. 

Plane Crazy has been in development 
now for some eighteen months, including 
the creation of a graphics engine purely 
for the game. The Fearsome Engine is a 
graphics and game system, it uses 
Direct3D for superb results when using 
3D hardware acceleration, and has a 
special software rasterisation module for 
surprisingly impressive speed even on 
unaccelerated machines. 

Plain crazy 

The aim of the game, unlike most flight 
based simulations, is to be the fastest 
around a pre-planned course. The winner 
in real life would normally get a few 
thousand dollars - not enough to really 
make a difference, but just about enough 
to give the aircraft a basic overhaul. The 
game is much the same; the winner of 
each course is rewarded with a sum of 




money, usually enough to customise your 
plane a little. Race winnings can be spent 
in the machine shop - from a simple paint 
job to give it a little more originality, to 
major modifications effecting handling and 
speed. They have tried to keep as close as 
possible to realistic flight mechanics, so 
the aircraft behave with all the fun of a 
real plane. 

There are eight different planes to 
choose from, all of which have very 

diverse handling capabilities. 
The starter is a small 
squat looking thing with 
very good handling and at 
least adequate speed. The 
fastest plane is a 
riot - long 


With incredibly fast graphics and full 3D acceratinn the speed nf the game is nut nf this wnrid, cnmbine that with snme gnrgeous textures and ynu have an immersive and very playable game 
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and sleek Looking, this thing goes like a 
rocket... and steers like a cow. 

Point to point 

Inner Workings have approached the track 
design carefully. Instead of creating a 
number of repetitive circuits, which can 
begin to get a Little tedious after a while, 
they decided to approach it on an A to B 
concept. Like real Life pylon racing, and so 
Plane Crazy ended up with several quite 
long and very challenging courses with 
some very diverse terrain. There are five 
tracks available: Border Dash, Docklands, 
Monument Rush, Rain Forest, and City 


Run. The easiest. Border Dash, is set in 
the sun drenched desert. It's an open 
course with a couple of minor obstacles, 
bridges that have to be flown under, dunes 
to be manoeuvred through, and even a 
train to race. The next course is Docklands, 
this is, as it sounds, a myriad of pipe 
work, gas jets and cranes, all set out in a 
long corridor. And just to make it a little 
harder, most of the time it's rather dark 
and gloomy. The third and middle course is 
Monument Rush; this one is also set in the 
baking hot desert, but with the challenge 
of flying through a long winding canyon. 

To make it even more difficult there are 



- j 


numerous huge rock pillars that can be 
toppled over right in front of you, (and by 
you!), not to mention several really nasty 
corners to test your flying skill. The 
penultimate course is the Rain Forest; this 
little baby is a severely taxing route with 
tiny volcanic vents, (well they certainly 
seem tiny when you fly through 'em!). 

Lush green jungle, and plenty of lava. And 
those are just some of the challenges any 
pilot must face during the race! The last 
and most difficult of them all, is the City 
Run; this really will test a pLayeris ability 
to the maximum - crammed full of hairpin 
bends, double chicanes, and very little 
light to see the way through underground 
train systems, tunnels, busy freeways, and 
even straight through the middle of a 
shopping centre! ■ 


T E C 

H SPECS 

■PUBLISHER 

EUROPRESS 

DEVELOPER 

INNER WORKINGS 

RELEASE 

APRIL 

WEB SITE 

www.innerworkings.co.uk 

PLAYERS 

ONE + NETWORK PLAY 




Like all good games, it 
wouldn't be quite the same 
if you couldn't give the 
opponents a good seeing 
to. Each of the courses 
contains a number of 
power-ups which can be 
split into two general 
categories: aid the player 
or slow down the 
opposition. Each of these 
can be split again into two 
types: long range and short 
range. Long range power- 
ups consist of Mini-Nitro, 
Nitro, Maxi-Nitro, Fast 
Forward, and Extreme Slow. 
The short range selection 
is Stall, Wobbly Joystick, 
Static Burst, and Nitro 
Burst. To pick up a power- 
up you just have to fly 
through it, and it will 
appear in the corner of the 
screen. Once grabbed, it 
will begin a cycle of 
randomly flashing through 
the available power-ups 
then slow down until it 
stops on one. It is possible 
however to choose a 
specific item by stopping 
the cycle early with the 
space bar, but be warned -* 
it is very tricky to fly, 
navigate, and watch the 
power-up icon run through 
its cycle all at the same 
time. The other bonus 
weapon is a sonic cannon 
- this can only be used to 
knock over obstacles or to 
open short cuts through 
the terrain. It is very 
simple to use: when a 
crosshair appears over an 
object, shoot it! 

There are lots of 
short cuts and obstacles 
scattered throughout all 
the courses, and they 
could make the 
difference between 
winning and losing 
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The game captures the unique visual style uf the film, as well as the fast-paced actiun 


f you missed last 
summer^s science- 
fiction blockbuster film The Fifth 
Element, you missed a real 
treat Starring Bruce Willis and 
Gary Oldman, the film combined 
the directorial talents of Luc 
Besson, best known for the stylish 
thriller Nikita, with the awesome 
graphic art of Jean 'Moebius' Giraud, 
one of the star talents of the fantasy 
magazine Heavy Metal. The costumes were 
designed by acclaimed couturier Jean-Paul 
Gaultier. The end result of all this talent 
was a stunning visual tour-de-force with 
an exciting, action-packed plot. 

Such a film is an ideal subject for a 
spin-off computer game, and with such 
excellent titles as Dark Earth, Ultim@te 
Race, and the yet-to-be-seen Nightmare 
Creatures to their credit, Kalisto 
Entertainment were the ideal choice to 
develop it. Since they are based in 
Bordeaux, this also keeps the game in 
line with the film as a largely French 
production. They have been working 
closely with the film's producers Gaumont, 
through their multimedia division, 
and The Fifth Element game is due 
for release in April of this year. 


Bad omen 

The plot of the game follows that of the 
film. It is set 250 years in the future, 
and centres around the discovery of a 
huge cometary body which contains the 
concentrated essence of pure evil, and 
is heading straight for the Earth. 

The villain of the film is Zorg, played 
by Gary Oldman, who believes that he can 
use this ultimate power of evil to achieve 
ultimate power for himself. He enlists the 
aid of an army of Mangalore mercenaries, 
who are powerful but stupid shape¬ 
changing aliens. Ranged against him is 
Korben Dallas, played by Bruce Willis, 
who finds himself in the wrong place at 
the wrong time when a woman called 
Leeloo drops into his taxi cab. Leeloo has 
been created in a laboratory from raw 
DNA codes and sent to Earth by an 
ancient and benevolent race of aliens. 


She has superhuman powers, and is a 
vital component of the only defence 
against the fate threatening the planet. 
Dallas is a former special forces soldier, 
and soon finds himself needing all his 
skills and training to save Leeloo and 
himself from death, and the world from 
total annihilation at the hands of Zorg 
and his cronies. 

Hew tech 

The game has been designed using 
Kalisto's own 3D engine LibSys, which 
they used in the game Nightmare 
Creatures, the PC version of which is 
yet to be released in the UK. The style 
is similar to Core Design's Tomb Raider, 
a third-person adventure in which the 
camera follows the main character from 
an over-the-shoulder viewpoint, 
although Kalisto's proprietary AI 


You get to blast the bad guys with 
some really choice weaponry 


The Fmh Ele 


Publisher: TBA 
Developer: Kalisto 
Price: TBA 
Belease: May 

Web site: www.kaiisto.com 
Players: Doe 


With tke benefits of a major movie liceose aod the 
creative talents of Kalisto Entertainment, this game 
has aii the right elements to he a major snccess. 


















technology means that the viewpoint is 
optimised during crucial action and 
combat sequences to prevent the 
annoying disorientation which can be a 
problem with some other games in this 
genre. Other features which will set 
this game apart, even in such a small 
and exclusive genre, are interactive 


dynamic lighting with character 
spotlights and interactive scenery such 
as breaking bars and exploding barrels. 
The game will be compatible with most 
major 3D accelerator cards, so the 
highly detailed animated figures should 
look doubly impressive. 

Where to go 

The action takes place on fifteen 
spectacular 3D levels, which include New 
York, the Astroport, the stunning 


Fhoston Paradise resort, and the ancient 
Egyptian temple which hides the Earth's 
only defence. There are sixteen different 
kinds of enemy to fight, including the 
tough-but-dumb Mangalores, Zorg's 
mostly human crew, and flying police 
robots, amongst others. (What no 
Tricky?) Depending on the circumstances 


and the character you are playing, you 
can fight hand to hand or with a variety 
of different weapons, including guns, 
bombs and rockets. With Kalisto's 3D 
technology, up to three enemies can 
take you on simultaneously, so start 
sharpening those combat skills - you're 
going to need them! 

Who are you? 

In the game you 
play the film's two 


main characters, Korben Dallas and 
Leeloo. Each character has different 
abilities, and can solve levels in 
different ways. As an ex-soldier, 
Korben is a weapons specialist, and 
can use any of the guns dropped by 
the enemies encountered in the 
game, such as the awesome ZFl, 
which can fire rockets, shoot fire, 
freeze people... and explode with a 
very big bang! Korben is slower but 
more powerful than Leeloo, who is 
generally better at unarmed combat 
and gymnastic manoeuvres. She can 
run, jump, and move while crouching 
or hanging from the ceiling, and her 
martial arts techniques include 
combos, kicks and special attacks. 
Both characters appear in two 
different costumes from the film, 
which in Leeloo's case could be 
highly entertaining... 

Your quest, as in the movie, 
is to find the four ancient 
stones which, together 
with Leeloo's strange 
powers, can activate an 
ancient device which can stop the comet 
from destroying the Earth. 

Movie spin-off games no longer 
carry the stigma of inferiority which 
they once did, as Westwood's stunning 
Blade Runner game has recently proved. 
With the great features listed above, 
and Kalisto Entertainment's steadily 
growing reputation for quality products. 
The Fifth Element looks like being a 
great game in its own right. Cliff 


Panoramic views of future cities are a beautiful feature of Luc Besson’s film The Fifth Element 


A stunning visual tour-de-force 
with an exciting, action-packed plot 






The Luc Besson film The 
Fifth Element was a big 
box-office hit in the 
summer of 1997, winning 
praise from critics and 
audience alike. Starring 
Bruce Willis and Gary 
Oldman, the film combined 
a fast-paced action plot 
with a pure science-fiction 
theme. With designs by 
Jean 'Moebius' Giraud, 
famous for his work in 
Heavy Metal magazine, and 
costumes by Jean Paul 
Gaultier, the visual syle of 
the film was stunning. Luc 
Besson's previous films 
include The Professional, 
and the highly acclaimed La 
Femme Nikita 





As Bruce Willis’ character 
Corben Balias, you get to play 
with the best weapons, whiie 
Leeioo gets the best moves 
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Redline Racer 

As part of our cootiouous search for the latest oo all the best upcomiog oew releases, 
we travelled up to Criterioo Studio’s Guildford offices to fiod out more 
about the highly promisiog Redlioe Racer. 





There's several different 
camera views for players of 
Redline Racer to choose 
from, including the visor- 
cam and elasti-cam. The 
visor view gives players a 
breathtaking first-person 
perspective view, whilst the 
elasti-cam is positioned 
behind the bike, giving 
players a more complete 
view of the track 


With a 3DFX card, Redline Racer 
looks superb 


WHAf’S IN 
r? 


FI 

I I I aving scored a modicum of 
success with the release of 
Speedboat Attack, Criterion Studios 
have turned their attention from 
water-based racing action to the more 
familiar two wheeled variety for their 
latest release Redline Racer - an out- 
and-out arcade experience that 
promises to deliver some of the fastest 
racing action ever seen on a PC. 

Although Criterion are not 
renowned for racing games, in fact 
Speedboat Attack was its first real 
venture in to the market, it certainly 
seems to have an impressive title on 
its hands and one that could well 
have the beating of Electronic Art's 
acclaimed Moto Racer. 


What’s it all about? 

At the start of Redline Racer players 
will have the choice of just two 
different bikes. There's eight bikes 
overall, but only by racing and 
winning on certain tracks will players 
be able to access these additional, 
faster bikes. As you'd expect the 
slower bikes have good handling, 
making them ideal for learner drivers. 
The faster bikes are much more 
difficult to handle, so only 
accomplished players will be able to 
achieve much success with them. The 
competitive computer AI means that 
only by mastering how to race with 
the faster bikes will players be able 
to challenge for the number 1 spot on 
some of the more demanding tracks. 

There are eight different tracks 
in Redline Racer, set across 
four contrasting 


places with some tight turns. The 
Beach tracks, on the other hand, are 
much wider with long, looping 
corners. Diverse weather conditions 
will add to the challenge with players 
having to contend with rain, fog and 
snow. As well as impeding visibility, 
these weather conditions will also 
affect the road surface. 


environments; Beach, English country 
lane, Alpine and Desert. Each of 
these environments has its own 
unique racing conditions, giving 
players a different challenge on each 
track. The English country lane 
tracks, for example, have a tarmac 
road surface giving good grip, but 
they can be extremely narrow in 


There’S eight different bikes, each of which has its own unique attributes 





















Although eight tracks may not seem 
like much (compared to some of today's 
games) Criterion make up for the lack 
of quantity with the quality of each 
one. Whether racing on the Beach, or 
in the Alpines, the track designs in 
Redtine Racer are superb and amongst 
the best we have ever seen! 

From what we have seen of the 


Breathtaking! 

As an arcade racing experience 
Redline Racer promises to leave the 
competition trailing in its slipstream 
The game runs at between 30 to 60 
frames per second and sports some 
stunning 3D graphics. The tracks are 
lavishly detailed with some gorgeous 
backdrops and scenery. Particle 


Redline Racer has the potential to knock Mote Racer 
off the top spot as king of the two-wheeled circoR 


single player game, it should certainly 
keep most players engrossed for quite 
a while, but no game is complete 
these days without an extensive range 
of multiplayer options. In this respect, 
Redline Racer doesn't disappoint. Up 
to eight players can take part in 
thrilling races via either a local area 
network (LAN), or the Internet. 


effects like sparks add that extra 
little touch, as do the procedural 
textures like the skid marks and 
motion blur. The whole Redline 
experience promises to be something 
quite special, especially with 3D 
sound and a thumping music score 
that gets the adrenal gland 
working overtime. 





Up to eight players can join in on the action via the Internet or Local Area Network 



Hit, miss, or maybe? 

With some superb arcade quality 
graphics, great track designs and 
unbelievably fast and smooth racing 
action, Redline Racer has the potential 
to knock Moto Racer off the top spot 
as king of the two-wheeled circuit. 
Additional features like Force Feedback 
support can only help it on its way. 

There's a number of racing games 
in development at the moment that 
are showing the kind of gameplay and 
graphics that could take the genre 
one step further on the PC and 
Redline Racer is definitely one of 
them! We should find out if the 
game's potential has been fully 
realised next month when we'll have 
a full review. ■ 
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www.csl.com/studios 

PLAYERS 

1-8 



Players will have to contend with 
snow, fog and occasionally rain 
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Publisher: Cendant 
Developer: Valve 
Release: May 

Website: www.sierra.com/ 
entertainment/halfiife 
Players: 32 



Bundled Into the package 
will be the most ctirrent 
version of Worldcraft, the 
best level editor available. 
This tool is really simple to 
get the hang of. Valve say 
they will be giving all the 
monster! and just about 
everything that appears in 
the game texture maps. 

Also incUlded are some cool 
effects such as tr^mslucency 
and blood smears* This is a 
real innovation; for a 
compare to give up all their 
secrets and let anyone come 
up with their own take on 
the game -«it can only make 
the Half-life world bigger 



This month we had the honour of travelling ever to 
visit Valve, the developers ef the game that will 
Mow 9uake 2 eut of yoor miods. 




I he first we saw of this game was 
back at E3 last year. Being not 
really in anywhere near a completed state 
back then, we didn't really imagine how 
important this game would grow to 
become. Now we know the truth about the 
game - it's definitely a step on from the 
best in first-person titles. Partly because at 
its heart is a refined and improved Quake 



engine, and partly because it was created 
by some of the best people for the job. 

Valve 

Developers Valve were founded by Gabe 
Newell and Mike Harrington, who worked 
at Microsoft for around a decade. The 
first thing they did was to muster the 
best team they could to produce a game 
that would be a Quake beater. Harry 
Teasley was a level designer for Doom 
64, Chuck Jones was an artist at 3D 
Realms and Apogee, and there are a 
whole bunch of other guys that I should 
mention with equally impressive stats. 
With all this experience under their belts 
it is hardly surprising that they would 
come up with something of worth. 

Saying that though, they are already 
working on another title which they 
refused to talk about, so they are not 
going to be resting on their laurels when 
they finish Half-life that's for sure. 

It wasn't until Marc Laidlaw joined 
the team that things really fell into place 
though. They had loads of ideas but no 
real direction. Being a horror novelist, 
Marc was able to give the game its all- 
important storyline to make it as intense 
as all the other elements of the game. So 
let us give you a bit of background to 
Marc Laidlaw's storyline. 

Players appear in the game as a low 
level research assistant (not a fully 
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trained marine) so you will have to 
learn to survive, which makes the game 
more desperate. You work in a 
laboratory testing all manner of dodgy 
substances, and you know after a while 
things are bound to go wrong. To begin 
with everything is normal; don't have 
any weapons and you have to conduct 
your daily duties, finding and putting 
on your protective gear which you will 
you need before entering the more 
dangerous departments. The story 
progresses from you just being an 
average guy to becoming the centre of 
attention. Once the inevitable explosion 
occurs in the lab it becomes clear that 
it's your job to do the business and 
find out what is going on behind the 



Unlike most games, the story evolves 
during play. Rather than spending many 
man hours making cut scenes. Valve 
have put that time into making the 
game itself look good. 

Eyesore 

This is not a game like any other. 
Images alone do not really do this 
game justice; you really need to see 
things in motion and be able to hear 
it to be able to get the full impact. It 
is the attention to realism that gives 
Haif-iife the edge over anything we 
have seen to date from this genre. 
Expect to be scared out of your wits, 
horrified by the mutilations and blown 
away by the explosions - both visual 


Befors long you realise your enemies aren’t just 
the aliens that start dropping from the ceiling... 


scenes. Before long you realise your 
enemies aren't just the aliens that start 
dropping from the ceiling, but also the 
army that you thought had come to 
save you. They are just here to clear 
the place up, even if it means wiping 
out innocents. Soon you become their 
prime objective. They are after your 
butt because you're the one that has 
found out about the dimensional portal 
which has opened our world up to the 
array of nasty guys, and it is you that 
gets to go to the alien planet and sort 
them out. Feel privileged! 


and audio. Even with fancy graphics 
and big effects, games do not always 
seem that real. Games such as Turok, 
for example, suffer from badly 
repetitive animation and Quake suffers 
from monsters that are not the 
brightest bulbs. It is the artificial 
intelligence that determines whether a 
game is believable or not. This is Half- 
life's strongest asset. 

Artificial intelligence 

The AI in the game is outstanding, and 
it means that each time you play things 





will happen differently each time. The 
game is a world that you visit, rather 
than in most egocentric games where 
everything revolves around the player 
alone. When you enter rooms and 
buildings there are people going about 
their business, not everyone jumps to 
greet you with artillery - a refreshing 
change. The animations of the 
characters can be cut into at any time. 
For example, if you spot a security 
guard in a bit of trouble with a Grunt, 
then you can intervene by either 
shooting the Grunt or shooting the 
security guard. So all of your moves and 
actions will affect your opponents in 
different ways - some may run away and 
get help, others will wear you down 
with a ruthless attack sequence and 
some will surround you from all sides. 
Each monster will require a different 
tactic to defeat it rather than just 
running about with a missile launcher 
and leaving your mind behind. Some 
can hear you coming before you see 
them and others use smell to track you 
down. You also won't see the monsters 
get stuck behind walls or take long 
routes around objects, as they can all 
detect things in the rooms. 

Coupled with the AI comes the cool 
animations to make events more believable. 
Valve have rewrote the Quake code so that 



There are times in the game 
where you can Just get away 
from it all for a while 
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each character can have many more 
animations, and this is noticeably smoother 
too. This gives freedom for each monster 
to have several attack moves: they cower 
when hit and some even itch at times. The 
monsters themselves are direct ports from 
the 3D studio models, with all the shading 
effects and even some cool chrome 
finished shoulders and visors. Valve have 


just stored compressed versions of the 
models using the bones that make up the 
models rather than the polygons 
themselves, which saves so much memory 
and allows for a more detailed detection 
system. The polygon count is now 
huge, in the thousands rather 
than the hundreds for many of 
the creatures. And there's still 
more polygons to spare! 

Time has been spent 
on applying details 
such as the movable 
eyes and mouths to 
the animals to give 
more of a realistic feel. For example, 
there is a mean shark-type creature 
that rolls its eyes back as it attacks 
your head, which is kind of scary. 

It swims as gracefully as those 
slimy fellers in Alien Resurrection. 

When you add all this together 
you have so much versatility that 
the only limitation is the artist's 
imagination. This also gives the 
artists room to put in more humour 
to the game too. The game has 
that same cool humour that we 
saw in Carmageddon; loads of 
innocent people getting it bad in the 
face (the scientists) and authority¬ 
bashing public incidents where the 
army come in to shut down the place, 
wasting everyone in their path - 
violence has never looked so bad. So 
what with the army and unpredictable 
aliens on your back, things are really 
going to be tough - but how have 
they managed to make things a bit 
more manageable for beginners? 


Its a iiard life 

There are two elements that have 
been added to the game to lead people 
in steadily - one is the fact that there are 
many friendly units dotted about minding 
their own business, and the other is the 
levels' design. Yes, sure you can have a 
laugh wasting a few scientists just because 
you can, but it is better not to. They are 
quite important to you as you will need 
them later to give you access to certain 
areas of the base, and they give you more 
health and help you solve puzzles. There 
are also security guards dotted about the 
place that are quite handy with a gun, but 
are not really up to much against many of 
the monsters. You can command these 
allies to follow you and give you support 
whenever you need it, and it is pretty 
certain you will. Even if you just take into 
account the assassins that come in later, 
they are going to be really tough to track 
down and deal with. They have amazing 
acrobatic skills and you wouldn't sniff at 
their combat abilities either, so a security 
guard can fend them off while you take 
them from behind. 

To make the game a bit easier at the 
beginning you are allowed to get 
accustomed to the world before you are 
attacked. You begin the game in the 
straightforward manner of going to work on 
the train, you move through the lab like it 
is a normal day, but then comes the 
devastating explosion where you get to see 
some major destruction and the place turns 
into something of an obstacle course. You 
are not threatened for quite a while into 



If you run about without looking 
where you are going you will 
suon find ynurself shafted 
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is sure to keep adventure players engrossed.” 

- ONLINE GAMING REVIEW 


should be one of the more memorable adventure 
games of 1998.” 

- C/NET GAME NEWS 
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SKELETON IN 
THE CLOSET 


Half-life possesses a cool 
skeletal animation system 
which gives all the 
characters more of a 
realistic feel. 

This system removes 
the time-consuriiing task 
of creating polygon 
meshes for each key frame 
of animation. All they 
have to do is move the 
bones to the positions 
they want and then the 
computer calculates the 
rest. More complex 
creatures^can be made 
using this method and 
they don't have to be 
quasi-human either. 

This ^ans that 
sequences can have more 
frames than before, 
making things much 
smoothec^ This saving in 
memory means th^ 
characters can ha\^ $000 
polygons fether tli^^ 
Quake's SOO. By itoring 
only the positions of 
bones tliemselves into 
memory,[they Can have 
much more animation per 
character toq.| 

The skeletal system also 
allows for 4dsy switching of 
body parts 4od movement 
of particular.elements 
M^thout effecting the rest 
of the body and accuracy 
with speed changes, so you 
don't go moonwalking. 
Looks good to us! 




the game. The first time you witness a 
monster is when you see the Head Crabs 
drop in from nowhere. These critters are 
football-sized, four-legged crab-like affairs 
that jump at your skull and try to dig their 
horn-like legs into your shoulders. You 
soon see a few unfortunate scientists that 
have already met the creatures and they 
are not a pretty sight. 


Fancy that 

The glorious attention to detail, even in 
these early stages, looks set to create a 
totally immersive, engaging and damn 



impressive gaming environment. We are 
also not talking about a dull and dingy 
world either. The levels have enough 
variety, colour and surprises to keep 
players interested for hours. To keep this 
environment as realistic as possible. 
Valve have made the level transitions 
seamless. You can throw a grenade into 
the next level and see it explode, and 
the monsters you are trying to run from 
can follow you into the next level too - 
there is no escape! The only thing you 
seem to notice in your passage through 
a level is the Half-life symbol which 
flashes up on the screen. 

More realism is gained by having 
environmental effects such as water 
that lets things float and sink 
depending on their mass and weight. 
If there are spills on the floor then 
you will slide about, which is a weird 
experience. There are also currents in 
the drainage ditches that drag you 
along. Add to that some hot sound 
effects and music to spice things up 






and you start to realise that this is 
not your average game. For example, 
when you shoot in a confined space 
the sound will be different than in a 
big hall. The lighting is spot on. They 
do a nice line in strip lights and a few 
other new things that we haven't seen 
before which give the game a more 
natural feel. Also, your interaction with 
the environment is more noticeable. 
Burn marks appear on walls after 
explosions, broken glass litters the 
floor and blood drips from the ceiling. 
One of the designers said they were 
influenced by the Eidos game Myth, so 
if you know that title, you will know 
what we're getting at. 

It is difficult to see how this game 
can fail. Already looking much better 
than anything currently released of a 
similar nature, Half-Life is bound to 
be a hit - Valve are even working on 
some new modes for the multiplayer 
game. The level designers were saying 
that they loved 'capture the flag,' so 
expect something along those lines, 
and it would be criminal not to have 
a deathmatch in there, but the last 
thing were saw them working on was 
placing laser guidance systems on the 
guns. This will add a level of 
excitement when you turn a corner 
and there is a beam of light across 
the corridor. 

Half-life is too good to be true, but 
we'll have to wait a bit longer before we 
see it on the shelves - at the moment 
we are looking at a May release. ■ 
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An interview with Brian Reynoids, co-fnunder 
nf Firaxis and project ieader on AZ/tAa Cenlauri. 



espite the many attempts to 
copy them and the current 
penchant for real-time gaming, 
nothing has ever come close to 
matching either Civilization titles. 
They are the epitome of compulsive 
gaming and, to this day, they remain 
amongst the best strategy games of 
all-time. The two men who've been 
the driving force behind both games, 
Brian Reynolds and Sid Meier, are 
currently working on a new game. 
Alpha Centauri, Bearing in mind their 
track record, it has all the makings of 
a classic strategy as we found out 
when we caught up with Brian 
Reynolds for a quick chat. Here's what 
he had to say; 


Alpha Centauri has been described 
by some as Civilization in space, are you 
happy for people to look on it in this 
way, or would you like them to see it as 
entirely new game? 


It's interesting because as I'm 
sure you know we are not the first 
product to be described as Civilization in 
space. I think this is more of a method 
of classification and to this end SMAC 
certainly fits in the Civ genre, being a 
turn-based, empire building game. This 
style of game is more evolutionary 
rather than revolutionary, and the 
challenge for us is to refine and improve 
the genre; adding enough new 
interesting gameplay and twists that 
represent a genuine evolution of the 
state-of-the-art without losing the 
original magic which made the genre 
popular in the first place. While SMAC 
will be very familiar to people who play 
and love games we've done in the past, 

I think we've provided new features, 
decisions and technologies that take 
this concept a leap forward. 


Having already civilised Earth, was 
space the obvious next step? Set years in 
the future in an unknown universe, have 
you been allowed to let you imagination 
run riot with Alpha Centauri in terms of 
units and different alien races? 



Well, having done a couple rounds 
of "history of the world" games, we liked 
the style of game we had come up with 
but wanted some new subject matter. So 
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As With Civilizatiott, players of Alpha Centauri will be charged with leading their people to glory and riches 


a "history of the future" game made a lot 
of sense. "Run riot" is a somewhat 
uncomfortable wording for me, since as a 
science-fiction fan I've found the quality 
of the fiction in many recent sci-fi 
computer games to be pretty cheesy 
shoot-from-the-hip stuff, you know, 
aliens with glue-on ears and noses. I 
thought as a team with a lot of strength 
in historical games, we would do well in 
creating a more coherent "future history". 
And yes, there has been a lot of room for 
some really cool imaginative work. 

Although we've only seen screen 
grabs, the style and format of the game 
seems similar in many ways to 
Civilization II, is this the case? 

“ Since SMAC is a turn-based 
empire building game, players will 
definitely find elements that are similar 
to other games of that genre. I realise, 
since we also designed Civ2, that 
comparisons are going to be inevitable, 
but this is probably a good place to 
offer my standard disclaimer that 
whoever wins the Activision/Microprose 
wars, Firaxis holds no rights to the Civ2 
name. AC is not intended as a "sequel" 
to Civ2, and that Civ2 is (now, for us) a 
competitor's product. So I guess my 
position is that Alpha Centauri will be a 
much better game than Civ2. 




Both Civilization titles 
encompassed strands of military, 
political and economic strategy, can 
gamers expect the same from Alpha 
Centauri? Or are you concentrating more 
on one particular area? 

We're trying to paint a pretty 
'broad-based picture of the future, 
covering future developments in 
society, economy, philosophy, 
science, diplomacy, and (of course) 
warfare. As with all of our games, 
there will be a variety of strategies 
available to the player, lots of 
interesting choices to make. 

Alpha Centauri is turn-based, but 
were you tempted to go down a similar 
path to Microsoft's Age of Empires and 
make it a real-time experience? 


Firaxis' first project was Sid 
Meier's Gettysburg, a real¬ 
time wargame based on the 
famous American Civil War 
battle. Although not flawless, 
the game successfully 
merged the complex strategy 
that's normally assodated 
with turn-based wargames 
with exdting, real-time 
gameplay. The result is 
perhaps one of the most 
exhilarating and complete 
wargames ever released. 
Players of the game can fight 
for either the Confederates or 
the Unionists, and can take 
part in anything from small 
skirmishes through to the 
full three day campaign. Two 
players can pit their wits 
against each other in 
thrilling head-to-head 
confrontations via the 
Internet, or a network 
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Not really, and for several 
reasons. Although we think real-time 
games are cool (and we just finished 
one, Sid Meier's Gettysburg which we 
think is quite innovative and which has 
already won numerous industry awards), 
we think there is also a strong market 
for turn-based games. Turn-based 
games offer a different kind of playing 
experience; thoughtful consideration of 
details, control by the player over 
everything going on. So particularly 
right now when everyone else seems to 
be jumping on the real-time 
bandwagon, turn-based games seems 
like a good market to be in. I've been 
told before that turn-based games were 
a thing of the past, and I'll remind 
those who say it that Civ2 went to No.l 
in the year of Warcraft 2 and C&C. 

Internet gaming is the big thing 
at the moment, can players expect 
Alpha Centauri to support the full range 
of multiplayer options? 

(25^ Yes, Alpha Centauri will feature 
multiplayer capabilities over the 


Internet, LAN and direct modem for up 
to seven players. 

Sid's name sells (hence the full 
title Sid Meier's Alpha Centauri') but 
how do you feel about this? As the 
game's designer, wouldn't you rather 
have your own name in the title? 
Obviously, it's more of a team effort 
than the work of one individual, are 
you using the name purely as a 
marketing tool? 

All of US at Firaxis are 
insignificantly involved in every 
product we release, but Sid and I 
trade off the "project leader" role 
from project to project. For Alpha 
Centauri, I am leading the project, 
which means that I do most of the 
central design, AI, and game 
programming, and carry the ball on 
most of the major creative decisions. 
Sid plays the game prototypes and 
provides a lot of creative input; this 
is the reverse of the Gettysburg 
situation where Sid led the project as 
above and I spent several months 
providing design feedback. 


The advantage of our arrangement 
is that, since we have the manpower 
for one full product at a time, we 
always have the next game "waiting in 
the wings," ready to begin full-scale 
development as soon as the previous 
product ships. Sid and I spend so 
much time working on the pure 
gameplay aspects of a product that it 
takes several months, at least, of solo 
effort to get a new game to the point 
where it makes sense to commit large 
amounts of art and other resources. So 
during the Gettysburg project I was 
working part time doing design 
feedback for Sid's project and the rest 
of the time tinkering around with the 
Alpha Centauri game. Once Gettysburg 
shipped, we were ready to go full 
swing on Alpha, and Sid works part- 
time on that while also supporting 
Gettysburg and working on ideas for 
his next game. 

The "Sid Meier" branding carries a 
lot of good will and recognition among 
strategy game players, and particularly 
since we've formed our own company we 
use it to say "here we are" and remind 
our fans that it's us. Think of it as a 
"stamp of approval". 

Civilization II still ranks as 
arguably the best strategy game around, 
are you confident that Alpha Centauri 
will be a step forward? 

I Absolutely. We've gained a lot of 
' experience at doing this kind of game, 
experience that I don't think anyone 
else in the industry can match right 
now. In the two years since we founded 
Firaxis, we've put together a brand new 
engine and made a lot of interesting 
gameplay innovations. I think players 
familiar to the genre will be particularly 
interested in ACs terraforming game and 
climactic model, its "create your own 
future society" screen, the unit design 
screen, and the really strong AI. 


Your mission statement claims, 
"Firaxis will be the leading developer 
of entertainment software for home 
computers, providing gamers with fun, 
challenging, long-lasting and 
rewarding gameplay." How far do you 
think Alpha Centauri will help you in 
achieving this goal? 


Having made a break from 
Microprose after years of 
collaboration, Sid Meier, 
Brian Reynolds and Jeff 
Briggs founded the 
development company 
Firaxis. The company's 
mission statement is a 
simple one: "Firaxis will be 
the leading developer of 
entertainment software for 
home computers, providing 
gamers with fun, 
challenging, long-lasting 
and rewarding gameplay" 
With such enormous talent 
behind it, Firaxis has every 
chance of achieving this aim 


As With the Cmlizatian games, advisors [right] wiii be on hand to give players invaluabie bints and tips as they progress through the game 


These sketch drawings reveai 
some of the units piayers can 
expect from the finished game 
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place for us to do different battles and 
it is something we have discussed, but 
right now we are all pretty focused on 
SMAC I think we are going to wait at 
least a few months and try to get a feel 
for what people are saying about 
Gettysburg, what new battles they would 
like to see, what they like about the 
game and what changes they would like. 
We'll take this feedback into 
consideration before making our 
decision on another game using the 
Gettysburg engine. 


How has the split from Microprose 
(and subsequent setting up of Firaxis) 
affected your work? Do you feel you can 
be more creative now that you are free 
from the shackles of a big corporation? 


Q2^^es. One of our primary goals 
in setting up on our own is to create 
an arrangement in which we can 
concentrate on the thing we know 
we're good at (designing computer 
games), while someone else deals 
with the stuff we're not skilled at 
(sales and distribution), and where 
short-sighted corporate thinking (e.g. 
"making the quarter") doesn't 
impinge so strongly on the creative 
process. We still have deadlines and 
so forth, goals we set for ourselves, 
but they're based first on the creative 
needs of the game and only second 
on business-related concerns^] 


Purchase ships with which to explore 


mijj^firaxis' first project, Sid Meier's 
Gettysburg was a complete change of 
tack following Civilization 11. Was this 
an expression of creative freedom 
following the break from Microprose? As 
a historian was it a project you had a 
personal interest in working on? 






|Yes, to all of the above. It's 
central to our philosophy that we want 
to create new genres as well as 
continuing to pursue the types of game 
we've been traditionally associated 
with. I think going forward you'll 
continue to see a SMG/SMAC type mix 
in our future products. 


^ How do you think the emergence 

of real-time gameplay has affected the 
wargame genre? Do you feel that some 
of the strategy has been lost for the 
sake of more exciting gameplay? 




the contrary, I think 
technological innovation is almost 
always positive in our industry (and 
real-time gameplay is essentially a 
technological innovation, having been 
made possible by the more powerful 
machines available these days). Real¬ 
time play has quite a few unique 
charms, including the excitement of 
time pressure, and real-time games are 
clearly here to stay. But as I said above, 
I think there is also a continuing market 
for turn-based strategy games. 

With the Gettysburg engine already 
in place, can we expect to see some 
more Civil War games coming from 
Firaxis? Shiloh, or Bull Run perhaps? 


achieving this goal. I think we have a 
pretty good feel for where the "fun" lies 
in a game and with SMAC we think we've 
done a good job of keeping all the 
things that make an addictive, fun game 
while adding new twists and innovations 
that will consistently challenge gamers. 
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Expiosiye. 


Mic roprose's Ultim@te Race Pro and Electronic Arts' Dark Omen are 
this month's winners of the coveted UmwATE PC Explosive award. Let's 
ml hope for a few more next month! 




HofTrogprl 


sV Interplay's Powerboat Radng and Virgin's Battiespire join a select 
group of games to earn themselves our Must See award. Die By the 
Sword just missed out. 


Any game scoring under 50% will receive the UmMATE PC Hazardous 
award. This month only Sega's Touring Car Championship is bad enough 
to pick up this accolade. 


end of each review a box-out similar to the one 
shown here will list all the information you need to know 
about the game in question. For those interested in buying the 
reviewed game, its publisher and developer are listed, along with 
its price and a release date. For those who simply want to know 
more and have access to the Internet, a Web address, where you 
may be able to find additional information about the product, is 
also supplied. We then move onto the recommended specs needed 
to play the game - the amount of RAM needed and the processor 
speed is stated, along with any special graphics or sound 
requirements. With the number of games which need specific 
graphics accelerator cards increasing, this demands attention. .; 
After this we have the all important comment and score. 

UmMAH PC's reviews are sponsored by Tiny Computers. We use Tiny I 
P200 MHX machines, equipped with 32 MB RAM, 12X CD ROM Drive ; 
and 4MB video cards for each of our reviews.Q 
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In the small but intensely 
competitive world of 3D 
adventure games. Tomb 
Raider II and Quake II are 
currently the unquestioned 
leaders of the pack, and 
not surprisingly, everyone 
wants to make a game just 
like them. However, the 
reason these games are so 
' good is the unique talents 
working at Core and id, 
not some magic formula 
inherent in the genre. Just 
because a game looks a 
, bit like Tomb Raider, it 
doesn't follow that it will 
be any good. 

There have been several 
attempts to take Lara 
Croft's crown, most 
notably Dreams, from 
Cryo Interactive, and 
Outcast, from 
' Infogrammes. Both are 
^ good games in their own 
right, but neither have 
quite the combination of 
winning features that 
made Tomb Raider II our 
Readers Award top game 
of 1997. 

As for Quake II, its lead 
is secure enough for now, 
but I want to see Valve's 
Half-Life, due out in May, 
before I say any more... 


n the ever expanding genre 
of 3D adventure games, it is 
becoming increasingly difficult to tell 
the various different titles apart. 
Between Outcast, Dreams, and Tomb 
Raider there are more similarities than 
differences, and as for the various 
incarnations of Doom, Quake, and Duke 
Nukem, they are superficially all but 
identical. This is bound to happen in 
any genre product. As publishers learn 
what sells, they put pressure on 
developers to 'come up with 
something like Tomb Raider IF, and 
before you know it you have a shelf 
full of almost identical and slightly 
substandard games. 

As a reviewer, I find this situation 
very depressing. It not only stifles the 
creativity of some very talented games 
designers, it also means I spend all 
day looking at endless, seen-it-before 
Quake clones. 



It’s I dirty jol 


Since I tend to do the reviews of most 
of the 3D adventure games, it fell to me 
to get to grips with Interplay's much- 
hyped new title Die By The Sword. I had 


five. The game has been promoted as 
being the next big thing in 3D 
adventure gaming, and the pretender to 
the throne currently occupied by Lara 
Croft. Die By The Sword is a fantasy 
sword & sorcery adventure in which you 


I spend all day laakina at endless, 
seen-lt-befnre Quake denes 


already seen the game at an earlier 
stage of development, and wrote a 
preview of it which appeared in issue 



play a heroic warrior called Enric, who is 
on a mission to save his beloved Maya, 
who has been kidnapped by a horde of 
monsters, including the standard 
Tolkienesque fantasy Ores and Kobolds. 

The game has several original 
features, but the most unique is the 
new VSIM motion control - a system 
which allows the player to directly 
control the character's sword arm by 
moving the mouse. The modelling of the 
character's movements uses a physics 
based system, rather than the more 
usual motion-capture technique used in 
other similar games. The movement of 



If you get backed into a corner, you are in a lot of trouble. Having only one weapon severly limits your choices. You either wade in to the fight, or run 


lUlTIMAU PE 


tifi - -Jil 








the sword arm takes into account the 
musculature of the arm, the mass of the 
sword, and the movement of the body 
the arm is hopefully still attached to. 

Maths la matiaa 

The theory behind VSIM is that it will 
give a more realistic and lifelike feel to 
combat and movement. In practice, it 
has to be said that this technique 
requires a lot of patience to get right. 
Until you get used to it, you will find 
yourself flailing around with the sword, 
looking exactly like someone who 
doesn't have a clue how to fight. You 


have to steer the character with 
keyboard commands for forwards and 
backwards, side-stepping and turning, 
which makes it very difficult to co¬ 
ordinate moving Enric's sword with your 
mouse hand while trying to keep him 
facing his opponent. Perhaps a good 
idea would have been an option to 
make Enric automatically face his 
nearest opponent, leaving you free to 
get the most out of the VSIM mouse 
control. That being said, when you do 
get the hang of it, you can get in the 
occasional good swing and send your 
enemy flying. 




The optional health har can he helpful, as it is very easy to get killed in this game. Too easy, in fact 











For a game to succeed, it 
must have more than just 
visual appeal. When you 
play a computer game, 
you expect to get a 
certain reward 
proportional to the effort 
expended to earn it. 
Whether that reward is a 
spectacular end of level 
animation, a major 
character power-up, or just 
a big pile of treasure, it is 
a simple equation of 
stimulus-response. If the 
reward is too small for the 
effort, then the enjoyment 
is diminished. If it is too 
great, then there is no 
sense of achievement. This 
is what we mean by the 
word 'gameplay' 
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Some of the texture maps look a bit crude, aod the lighting effects are not as good as those in Quake // or Tomb Raider // 


trade them with other players. 

While on the subject of attacking 
moves, the enemy monsters' attacks are 
not as well handled as they could have 
been. They seem to have only two 
combat modes; keep out of range and 
do nothing, or run up as close as they 
can and thrash wildly. This is a shame, 
because if the monsters' moves were 
slightly better planned, the fighting 
would be a lot more fun. In theory the 
VSIM control should allow you to 
literally fence with an opponent, but 
the fights usually just end up as being 
hacking contests. Still, it's all good fun 
and the fencing can be left to the pros 
who want to take part in head-to-head 
combat in the arenas (more on these 
later). 

One rather strange omission is any 
use of missile weapons. If I were an 
heroic warrior, setting out to rescue the 
love of my life from the ravening hordes 
of evil, I think I would pack at least a 
crossbow and a couple of throwing 
daggers. However, Enric has no such 
luxuries. I can only assume that having 
expended so much effort trying to get 
the VSIM system to work properly, the 
developers decided not to detract from 
it by including ranged weapons. 

Watch yair step 

There are several modes of play. The 
main one is the Quest mode, in which 
you search through a maze of caves and 
tunnels on your mission to find your 


yourself plenty of room to make some 
of the more extravagant moves, and 
you still have to steer the character 
into position to use the attacks. The 
game's multiplayer Internet/LAN 
option allows you to download special 
combinations off the Internet and 


[ suppose this is quite realistic. The 
^rsatil-ity of the movement control 
anslhat you can still fight, or at 
' least wave your sword about, even if 
'^^ou foolishly step into a trap and get 
yourself hoisted to the ceiling by your 
ankle. If you can swing your sword 
. skillfully enough you can even cut the 
rope and free yourself. 


'il'aiiig bliws 


One major saving grace of the slightly 
unwieldy combat system is the 
inclusion of a move editor, which 
enables you to put together a series 
of attacks and assign them to a single 
key. This speeds up combat somewhat, 
although you do have to leave 










lost beloved, fighting monsters and 
solving puzzles in the best fantasy role- 
playing tradition. The other main mode 
is the Arena, a beat-'em-up style 
contest in which you pick a character 
from a list including Enric, an unnamed 


element, I would have to say that as 
both a player and a writer of fantasy 
adventure games, I found them to be 
challenging without being 
ridiculously obscure. 

When all is said and done. Die By 


Fllhts usiilly jist eni ip 
as beiai hackiag coatests 


female warrior, plus any of the game's 
many different monsters, including 
skeletons, dwarves, and 'magma men,' 
who are made of stone and are, of 
course, rock hard. 

Whoever you choose to be, you have 
to fight a series of gladiatorial contests 
against ever harder foes, often as many 
as three at a time. There are several 
different arenas, each with a number of 
environmental hazards. One has a 
bridge over a pool of lava, another has 
rotating blades swinging from the 
ceiling, a third is built up of multiple 
levels interconnected by ramps, with a 
fatal fall awaiting the first misplaced 
step. There is also the tournament 
mode, which can be played against a 
human opponent over the Internet or 
Local Area Network. You fight as Enric, 
and can pick an arena to fight in, but 
other than that it is similar to the 
tournament mode. 


The Sword is innovative and 
entertaining. The only real problem is 
that so much effort has been expended 


Aid fliilly... 

When all else has been said, and it is 
time for your reviewer to give his 
final verdict, I have to say that I 
enjoyed playing this game, but not 
quite as much as I had hoped. 
Although it has several potentially 
good ideas, they could have been 
better implemented and thus are a 
little spoiled. Visually, the game is 
nothing special. Even with a 3D 
accelerator card, the graphics do not 
measure up to the other recent games 
in this genre, and look crude by 
comparison. As for the puzzle-solving 


In cramped conditions, having . 
only a huge sword to fight with 
can be a bit of a disadvantage 


on the implementation of the VSIM 
system that other areas of the game 
seem to have suffered for it. Lara can 
rest easy, but Die by the Sword makes a 
valiant effort at trying to add something 
new to the genre. Cliff 


You Will need a lot of practice and a lot of luck to defeat even an Ore, and there are tougher foes 
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A valiant effort, but not 
as good as it might have 
been. If more thought 
had been put in to the 
combat system this could 
have been a 90+ 
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acing games have been around 
for as long as the machines 
capable of running them. But since the 
days of Pole Position and Out Run, most 
of them have had one thing in common - 
roads. In the early days these were 
completely flat with seemingly randomly 
generated corners and the occasional tree 
or building flying past to assist the 
illusion of speed. The cars weren't much 
better either, a few jerky frames of 
animation to make it look like the wheels 
were in motion and very little in the way 
of handling - perhaps the good old days 
of gaming that we're always hearing 
about weren't quite as special as many of 
us like to think? 



improved, so has the quality of our 
racing games, and we are now able to 
experience the thrills of driving a real 
Formula 1 car around a real Formula 1 
circuit, or even take part in a 32 car 
Destruction Derby! And as well as 
seeking to improve upon the concept of 
road racing games, programmers are now 



six years ago that it will soon be 
spawning a sequel on the Nintendo 64 
super console. Since then we've seen 
gamesplayers racing everything from 
aeroplanes and BMX bikes to submarines 
and Zeppelins, and although some of 
these vehicles have made little more 
than cameo appearances in a single 



The first thing you’ii notice about Powerboat 
Racing is that it has pienty of game options 


Trains, planes and 
pnwernnats 

Fortunately, as arcade machines, home 
computers and game consoles have 



increasingly looking for ways to make 
their games original by removing the cars 
all together and utilising some other 
form of transport. My first memory of a 
game doing this successfully would have 
to be the original F-Zero game on the 
Super Nintendo, which saw gamesplayers 
racing around futuristic tracks in 
supercharged hovercraft and was so good 


game, one form of racing that seems to 
be becoming increasingly popular in 
computer games is racing on water. 
Whether it be standing on a jet ski or 
sitting in a speedboat, there's something 
about a nice blue track with its own 
movement that is infinitely more 
appealing than the grey tarmac we all 
see on our way to work every day. 



As these screenshots indicate, the courses in Powerboat Raciog are many and varied - with the added option of racing at different times of day 
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Although you won't have 
too much time to notice 
when you're competing, 
there are actually some 
interesting and 
occasionally amusing 
things happening around 
you as you race > some of 
which can actually affect 
your radng line - a passer-by 
or a car falling into the river 
ahead of you for example. 
Here are a few examples... 

The Karate Kid is back! 
And this time he's decided 
to practice his crane 
technique in the middle 
of your river race... 


A police chase ends with 
the suspect's car crashing 
into the water ahead of you 
and being joined by a 
policeman, who's forgotten 
his armbands... 



These two are having a bit 
of a streetfight, except 
that they've generously 
decided to conduct it 
away from the street 
where innocent passers-by 
could get hurt 





The first thing youli notice about 
Powerboat Racing is that it has plenty of 
game options, as well as the usual 
championship, arcade and time trial 
modes that weVe come to expect from 
this genre you'll find a slalom mode where 
all of the tracks have buoys for you to 
weave in and out of, and an interesting 
mode called shoot-out, which basically 
places six boats in a five lap race with the 
boat that's running in last place at the 
end of each lap going home for an early 
scrub down. This particular option is 
especially good if you get six players 
networked, which incidentally, you will 
only need one copy of the game to do. 

Once you've selected your game style 
you'll be offered one of three classes to 

■ J : Ui : UU: 
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race in (which serve as difficulty 
settings basically), each of which 
contain six different boats which are all 
available to you. It's mildly 
disappointing that all of the boats on 
offer are extremely similar, but this is 
because when you play in a network 
game no two players can use the same 
boat and so this ensures that all the 
players' craft are evenly matched. 

At this point it's worth mentioning 
that upon completing certain aspects of 
the game in the monohull boats you'll 
gain access to a fourth racing class and 
then be able to race in the faster and 
more difficult to control catamarans - 
but that's a long way off yet. First you'll 
not only have to master the steering of 
your chosen boat, but familiarise 
yourself with the concept of trim, which 
basically controls the angle of the nose 
of the hull. By getting the nose high 
and as much of the boat out of the 
water as possible without taking off 
you'll increase the top speed of your 
powerboat but reduce it's 
manoeuvrability. Although you'll find 
that with practice you can take certain 
corners even while trimmed up, initially 
you'll need to concentrate as much on 
your up and down as you do on your 
left and right if you're to be successful. 






Just a quick trim! 

There are nine tracks for you to race 
around in Powerboat Racing, all of which 
are well designed with alternative 
routes, shortcuts, jump ramps, and the 
occasional moving obstacle. Many of the 
shortcuts involve little more than 
cutting a corner, but there also some 
more difficult shortcuts that are only 
available at certain points during the 
race as other vehicles such as barges 
and helicopters move to reveal 
previously hidden tunnels or channels. 
These shortcuts definitely add 
something to Powerboat Racing as 
players try to remember when they'll be 
available and often end up going the 
wrong way, but one minor irritation is 
that once they're available you'll almost 
always run into an obstacle if you try to 
take the normal route instead - 
shortcuts in racing games are great if 
they mean choosing to risk a more 
difficult racing line, but I personally 
don't think that they should ever be 
compulsory because the element of 


Speeding along at a rate of knots is fine - until some council approves the building of a bridge right in front of you. Look out! 


Champion 
Shootqgt 
_ TimeJTrial 
"N^Henge ^ 

P ractice 
S*^evious Menu 


I Human, 5 CPUs 
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gaining an advantage over another racer 
by taking the shortcut becomes obsolete. 

One way that you can occasionally 
gain places in a race is by making a good 
job of negotiating the ramps. When 
approaching a jump you have to adjust 
your trim to suit the angle of the ramp - 
too much and you'll find yourself 
performing a spectacular backwards 
somersault, which more often than not 
sees your craft landing belly up - but if 
you don't give it enough trim you'll find 
yourself nose-diving into the water and 
struggling to control your boat as it does 
a mediocre impression of a submarine. If 
you can master the art of jumping in 
Powerboat Racing then you should be 
well on the way to completing your first 
season, because I'm pleased to report 
that the AI racers are just as capable of 
getting it wrong as you are - it's such a 
relief to find a racing game where every 
AI opponent isn't a world champion! 

Although I've never raced a 
powerboat in real life I would imagine 
that the handling in Powerboat Racing is 
very realistic, as the boats seem to react 


very differently depending on how 
harshly you try to steer them, and I 
have to say that a well taken corner is 
every bit as satisfying as successfully 
powersliding around one in a tarmac 
based racer. 


r JUi 
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The graphics, as you'd expect from a 
game utilising the 3Dfx card, are smooth, 
fast, and incorporate some stunning 
transparency effects which at times allow 
you to see sharks and other marine life 
below the surface as you whizz past. 
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Whether you’re cruising through a tunnel or practicing your submarine impression, choosing the right view is of paramount importance 


Should I buy it? 

Powerboat Racing has enough gameplay 
and options to keep even the most 
demanding of gamesplayers occupied for 
a good length of time. If you're not a 
fan of the genre then this won't be the 
game that converts you, but if you 
enjoy racing games and maybe feel like 
a bit of a change, you could do a lot 
worse than Powerboat Racing. Justin 


REALISM VS. 
GAMEPLAY 


When producing a game of 
any type a decision has to be 
made; whether to make the 
game as realistic as possible 
or if it will be acceptable to 
sacrifice a certain amount of 
realism in favour of better 
gameplay. I'm pleased to say 
that the programmers of 
Powerboat Radng have opted 
for the latter, and so 
although it's impossible for a 
speedboat to bounce off 
walls, perform a backflip, or 
travel underwater submarine 
style, these lapses in realism 
are totally forgivable. I for 
one could not enjoy any 
radng game where a single 
mistake saw my craft sinking 
or exploding and I was left 
bobbing up and down in a 
lifejacket If you're after 
realism go and buy yourself 
a rubber dinghy, if you're 
after a high speed, great 
looking arcade racer then 
look no further 
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If you're a racing fan 
and you don't mind 
getting wet then 
this is definitely 
worth a look 
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Shailm of (fte Kmet M had poteitial but was never fully realised, 
can Eleetmnie Arts get It right second tine areued with Bark Baea? 






The 3D environments in Dark 
Omen are quite superb 


Lthough it never came close 
to matching the Legendary 
status of Westwood's Command 
and Conquer, for some people 
SSI's Warhammer: Shadow of 
the Horned Rat was a more 
appealing title. C&C was 
undoubtedly an excellent 
game, but behind the 
graphics and underneath 
all the real-time action 
where was the strategy? 
Build more tanks than 
the opposition and 
the chances were 
you'd win, no matter 
how you went about 
achieving your goal. For 
those who wanted a 
real-time wargame where 
things such as troop 
positioning, experience 
and line-of-sight could 
influence the outcome 
of each battle. Shadow 
of the Horned Rat was 
a much tastier 
proposition. The only 



snag was that it was too damn hard! 
Forget a learning curve, or 
progressively more difficult missions. 
Shadow of the Horned Rat threw players 
straight in at the deep end and often 


fifteen different units at their 
disposal. These units range from 
mortars and archers through to 
infantry and heavy cavalry and each 
has its own strengths and weaknesses. 


Dark D^an uses a fr«i (h^ng ccmera plavers 
fan mnve arnund and pan in and nut with as ttNqr pl^ 


left them floundering for breath as 
they drowned in an oncoming sea of 
ores and goblins. This problem with the 
difficulty is just one that the 
developers of Dark Omen, SSI, have 
tried and succeeded in addressing. 

Players are once again cast as 
Commander Bernhadt, Leader of a 
small mercenary army. At the 
beginning of the game this army 
consists of just three units, but as 
players progress more units will offer 
their support. Come the end of the 
game players can have in excess of 


With an Undead army marching 
across the Warhammer world wrecking 
havoc as they go, it's up to Bernhadt 
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The more experience a magician 
has, the more attacking and 
defensive speils he can cast 





and his men to halt their advance and 
return them back to the grave. This is 
achieved through fighting and winning 
a number of real-time battles which are 
strung together to form a campaign. Set 
in lusciously detailed, 3D environments 
these battles are fought in much the 
same way as in the original (and in a 
similar fashion to Myth) with players 
marshalling their troops around the 
battlefield in an attempt to gain an 
advantage over the enemy and then 
'crush them', as Bernhadt likes to say! 
Unlike in C&C, where superiority of 
numbers counted for more than any 
strategy or tactic, in Dark Omen players 
have to develop and master a wide 
range of different strategies if they 
don't want to join the walking dead! 

Players control their units in battle 
via a small control panel at the bottom 
of the screen. From this panel players 
can hand out orders to their troops such 
as move, engage (hand-to-hand, or with 
missiles) and retreat. It's simple 
and intuitive and gives players 
complete control over their 
troops' actions. The only thing I 
would say is that the retreat and 
engage buttons are badly 
positioned side-by-side. In the 
heat of battle it's all too 
easy to accidentally 
press the retreat 
button which can 
throw your whole 
battle strategy 
out of the 
window. 


Learning how to make the most of 
each unit's strength and how to protect 
them from their weaknesses is an 
important key to success on the 
battlefield. For example, placing archers 
on high ground extends their firing 
range and gives them a good view of the 
battlefield. Unfortunately, they are weak 
in hand-to-hand combat and so need to 
be protected by infantry, or cavalry. 

It's equally important for players to 
be able to see and hear exactly what is 
happening on the battlefield at all 
times. Dark Omen uses a free floating 
camera which players can move around 
and pan in and out with as they please. 
Due to the large size of the battle maps 
though, even when panned out the 
camera doesn't give a complete view of 
the battlefield. As a battle starts to 
unfold, it's important for players to 
have quick and easy access to each of 
their units. Dark Omen delivers this 
through a number of shields which 
appear at the side of the screen when 
units are off-screen. These shields 
e emblazoned with each 
unit's insignia, so that 
players know exactly 
i which unit it represents. 
I Double Clicking on a 
shield will centre the 
camera view straight on to 
that unit, helping players 
to cut down the time 


consuming business of trying to find 
where their units are. Even with these 
shortcuts to each unit, it's impossible 
to see everything that goes on 
throughout the course of a battle. 
Fortunately, audio messages of all 
important incidents are relayed to the 
player through the leader of each unit 
so that they don't miss out on anything. 

No matter how good a General a 
player is, it's inevitable that they'll 
suffer casualties at some point in the 
game. As the troops left from one battle 
are carried on in to the next, it's 
important to replace any casualties 
immediately. To help cover the cost of 
this, players are awarded cash at the 
end of each successful fight. Although 
this sounds fairly straightforward, 
should players suffer too many 
casualties in a particular battle, they 
may not have enough money to get all 
their units back up to a full 
compliment. This obviously then makes 
the next battle harder to win 

In terms of multiplayer options, Dark 
Omen supports Internet, direct modem- 
to-modem and network, although the 
one player game is strong enough in 
itself to keep players engrossed for a 
long, long time, nn 


View the battlefield before deploying troops 
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Anyone who liked 
the original game, 
but was frustrated 
by how difficult it was, 
is going to love 
this sequel 
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Segi louring Car 
ChampionsMp 



ExperieiGe the world of thrills, spills and high-speed circuit racieg 
with this immersive racer. NOT! 



The game might run fast, but that 
doesnl help if you can’t see nnwt 



O ver the Last few years IVe seen a 
plethora of highly dubious, or to 
put it a slightly different way, crap games. 
If I had reviewed this game back then, it 
probably would have scored a bundle, but 
considering how far game graphics have 
gone, with 3Dfx, Power VR and so on, this 
racer is about as impressive as a wet rag. 

It lacks all those things essential to make 
a game addictive - playability, looks, an 
intuitive interface! This is due mainly to 
the graphics, or lack of them if truth be 
known. Unfortunately for Sega, the 
decision to Leave the graphics mostly 
untouched after an arcade conversion 
could spell disaster for the game. 

A Sheep in wolf’s clothing 

I like snazzy introductions. I believe 
they draw a player into the game, and it 
helps put them in the mood for a bit of 
fun. Touring Car Championship has none, 
not even an attempt. 

On starting the game, you are taken to 
the main screen almost straight away. This 


offers six options: Championship, Time 
Attack, Vs Race, Car Set-up, Records, 
and Multiplayer. The first option. 
Championship, offers three tracks, plus a 
secret one, and four very different cars - 
an Opel Calibra V6, an AGM Mercedes C- 
Class, an AlfaRomeo 155V6Ti, and a Toyota 
Supra. The next option is the Time Attack 
- this is exactly what it sounds like; you 
race round an empty circuit to try and get 
the best time. The Vs menu allows two 
players on the same computer to battle it 
out on a split screen. 

If the available cars aren't up to 
scratch, then you will need the Car Set-up 
option. It's possible to customise them in 
the following ways: Gear ratio, this is a 
balance between acceleration and top 
speed; Handling, this can be altered from 
loose to quick; Tyres, don't get all excited, 
it's just tyre pressure to give speed or 
grip, but not both! The front and rear 
suspension can be changed individually to 
help cornering and lastly, the brakes can 
be set at soft or hard. (Why?) Control of 



the vehicle 
isn't too bad, but they've 
almost gone too far; the steering is quirky 
to say the Least. When was the last time 
you hit a wall and didn't bounce back off 
again? Never, right? If you take a corner 
wrong and end up on the verge, it takes 
most of the straight just to get back on 
the road again! 

If this was a budget game I would 
be all for it, but at forty quid it is 
simply not worth it! Graham 


CHAMPiOtfSmP 
TIME ATTAGE 
tfS RAGE 
GAR SET UP 
RECORDS 
mutn PLAYER 


TdiiringCa 
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If you want a damn good 
touring car racer 
for the same price, 
buy TOCA - 
it's far superior! 


VERDICT 
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Considering ail the prns and cans, SlEA Touring Car does have seme pntential, it’s Jnst that when push cnmes to shove it simply doesn’t deliver the gonds! 
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SoiilidW-^tlis CSW290 

"Don't be footed by their 
size, these play like there's 
no tomorrow... 

Go on, treat yourself." 

- PC Review 


MicroWorks CSW350 

"If you want the best 
computer speakers that 
money can buy... these are 
the only ones." 

- PC Review 


phenomenon 


Rev up your PCs Sound Blaster® sound card with Creative's range of 
3-piece speakers and you'll be transported by the most realistic 
audio experience you've ever heard. Live every moment. The roar of 
the wind, the engine and the crowd. Every bump and every bend. 
This is as real as it gets. Designed by Cambridge SoundWorks®, the 
home audio experts, our amplified subwoofer/satellite speakers 
deliver scorching power and performance plus highly realistic, wide- 
range sound and thunderous bass. Experience the phenomenon at 
your nearest retailer or call 01245 265265 for more information. Now. 


Twin turbo satellite speakers 


Features and speciiications 

• Separate floor-standing subwoofer for 4 times the bass output of traditional speakers 

• Electronic contouring tailors output for smooth, natural sound 

• Bi-amplification of bass and mid-high frequencies for high volumes without distortion 

• MicroWorks CSW350™ (featured above) Power output 68W (RMS) total: Frequency 
response satellites 150Hz -20KhZ: Subwoofer 10 Hz-150Khz: Total harmonic distortion 
less than 1% 
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SoundWorks CSW200 


MicroWorks CSW350 


Speakers from the Sound Blaster People 


creativ 


WWW. SOUNDBLASTER.COM 


© Copyright 1998. Creative Technology Ltd. Sound Blaster, the Creative logo and SoundWorks are registered trademarks and MicroWorks and CSW350 are trademarks of Creative Technology Ltd. 
All other brand names and product names are trademarks or registered trademarks of their respective holders. All specifications are subject to change without prior notice. 
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Gilf may lewr be tie same again. In excellent additinn to tie Mia series, 
this golf game offers unsnrpassed gameplay and atmosphere - 
it’s a shame we didnl see defna Bolt 1. 






WAY D NORMAL 



ast issue we got excited about 
I Jack NkkLaus 5, a decent golf 
game with what seemed like spot on 
graphics. That was until we received our 
copy of Actua Golf 2. 

We were initially taken back by the 
scope and look of the game, especially 
in the 3DFX version. This game, more 
than any other game I have seen, really 
captures the essence and atmosphere of 


The aiming arc shown here is very useful as you can make the hall go round corners 


golf. I think it is partly to do with the 
excellent use of roving cameras that 
give you the same angles as those you 
would expect to see from television 
coverage. This is especially noticeable 
on the greens, giving the game the 
tension it holds in real life as a ball 
trickles towards the hole. These camera 
angles are also put to good use with a 
'fly by' option that gives players a bird's 
eye view of each hole, and surprisingly 
a 'walk the hole' feature that gives 
players time just to stroll up and down 
the fairway looking for divots and other 
hazards, all in the first-person. 

This is just one of the many features 
that give the game a class feel. Another 
is the simplistic and straightforward 
front end. The menu screens use a 
mouse pointer for navigation and it is 
here where you can make all your 
decisions about the type of game you 
wish to play. Most important I suppose 
are the modes of play. Practice lets you 
play through any of the courses without 
affecting your stats. There is even a 
driving range, which is an excellent 
feature, especially when you are trying 
to get your head around the true swing 
mode, but more of that later. Once you 
have got yourself up to a decent level 
you can have a stab at Strokeplay. This 







is probably the most recognisable of 
modes; one round over either nine or 18 
holes where the player with the lowest 
score wins. For the more seasoned 
player you have Matchplay and Skins - 
just name your price per hole then pull 
in the pot. 

The meat of the matter comes when 
you start to play the Ama Tour. Any new 
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point click swing meters, as well as their 
own take on true swing mouse control 
which happens to be one of the best I 
have struggled with. 


player starts with a massive handicap. 
The amateur tour is designed to allow 
players to improve before they have a 
go at the Pro Tour selection. In fact 
they will only be considered once they 
have brought their handicap back down 
to zero or scratch. This is a really good 
idea, adding so much more of a 
challenge to the game and upping the 
realism in that you have to prove 
yourself before competing against the 
best in a major championship. 

Griny realism 

So just how realistic is the game on the 
whole? Well, as I have already said, 
there is a good atmosphere to the 
game. There are changes in the weather 
conditions which alter the amount of 
run-on, shifting in the wind and so on. 
This makes the game quite natural. The 
golfers themselves are not so realistic as 
to look scary, but animated well enough 
to be believable. The same goes for the 
backgrounds too - sometimes if things 
are too photorealistic they look odd and 
things don't gel very well. 

There's some nice commentary from 
the big voices in the BBC - Peter Alliss 
and Alex Hays - in fact around 3000 
samples. The main worry with commentary 
in sports games is whether you're going to 
get too much repetition, which can turn 
into a real annoyance. Luckily Gremlin 
have managed to avoid this quite 
successfully, and I only noticed a few 
occasions when sentences were repeated, 
apart from the obvious mentioning of the 
name at the end of each shot, hole, etc. 
This must be commended. They also have 
done a pretty good job with the sound 
effects too - listen out for the raspy 
sounding cow though, because it can put 
you off a shot or two. 

All in all the general feel of the game 
is strong, the graphics make the courses 
look like some of the most three 
dimensional on the PC. Unfortunately the 
bushes and trees don't quite look right 


for some reason and often, even from tee 
off positions, the camera is located in a 
tree casting a fussy green veil over the 
screen. It just means you have to select 
the option menu and move the camera 
forward slightly. Not a big deal. 

The golf itself is spot on; good 
animations, and not just of golfers 
swinging, makes players feel more 
involved with each course rather than 
just a collection of holes. The speed of 
the game is reasonable; you can always 
click on the mouse if a computer 
opponent is taking his time. Talking of 
computer opponents, they seem to be of 
a high calibre - I certainly don't think I 
would ever be able to hole a ball from 
170 yards, but this doesn't happen often. 
In theory this shouldn't be a problem for 
gamers either. There are so many control 
types, clubs, camera angles, arc, wind 
detectors and the like that any player 
should be able to find their feet. Gremlin 
provide both two point click and three 


Tee time 

So is there anything wrong with it? The 
line up arc control can get erratic if you 
start clicking at the wrong points, but 
then that is just down to concentration. 
The accuracy clickpoint is very sensitive 
to mistakes, so you really have be on 
the ball. With the true swing control 
system you have a handy mouse 
sensitivity option, so in some ways the 
game is made easier. You are left to your 
own devices most of the time, there are 
no caddies that offer their opinions, and 
all you get when you perform a dud shot 
is a good slating from the 
commentators, which players obviously 
wouldn't hear in real life. This does get 
a bit annoying and means that have to 
rely on practicing a lot to improve. The 
courses are good, offering a broad range 
of hazards from water, bushes or sand 
(especially the Arizona course). 

Actua Golf 2 is the most playable 
golf game I have played - and enjoyed. 
With the Amateur progression through 
to Professional providing a good 
challenge, 3DFX and Power RD support 
and Internet play to top it all, this will 
be the golf game to beat. David 
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Bethesda Softworks’ latest title brings us a great new angle nn fantasy adventure rule playing. 





The combat system in 
Battlespire is a work of 
art, simple and very easy 
to use. You have a primary 
and secondary weapon, 
which you can toggle 
between by hitting the 'A' 
key. These weapons can be 
whatever you choose, but 
I found having a melee 
weapon, such as a sword 
or mace as the primary 
and a missile weapon as 
the secondary worked 
well. You swing your 
sword by holding down the 
right mouse button and 
moving the mouse, and 
with practice you can 
achieve several different 
attacks. You fire the 
missile weapons by aiming 
until an on-screen icon 
appears to tell you that 
you are on target, then 
firing. As you might 
expect, it is a lot easier 
to hit a stationary target! 




antasy role playing games, such 
I as Advanced Dungeons and 
Dragons or RuneQuest, have been around 
for about twenty-five years or so, and . 
despite the best efforts of the more rabid 
Christian fundamentalists, they have 
remained extremely popular. They may have 
a slightly nerdy image to those who don't 
play them, but for those that do, they 
make an imaginative and enjoyable hobby 
which can last a lifetime. It is probably fair 
to say that without the games and rules 
systems developed by companies like TSR, 
many of the advanced computer games we 
all enjoy would never have been written. 


It’s all in the game 

Every so often someone will try and 
capture the atmosphere of a good game 
of AD&D in the format of a computer 
game. Sometimes they succeed, more 


Software have succeeded brilliantly. The 
game combines the personal 
involvement of developing your own 
character with physical attributes, 
weapon skills, and magical abilities. 


You have complete flexibility over your character 


often they fail. The sense of mystery 
and adventure necessary for a good 
fantasy game is difficult to get right. 
However, with Battlespire, Bethesda 


with a well crafted plot of fantasy, 
mystery and intrigue. The game is a 
first-person {Doom-style) perspective 
adventure, in which you play a young 
adventurer who must recover the 
magical fortress of the Battlespire from 
the enemies who have taken control of 
it. You must do this single-handed, of 
course, but then you wouldn't be much 
of a hero (or heroine) if you needed 
help to get the job done, would you? 

Character is everything 

From the outset, you have complete 
flexibility over your character, and this 



iliiUlItt 



The dark and atmospheric lighting effects and imaginative design of the dungeon environment heip tn draw ynn right into the strange world of Battlespire 
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is one of the game's great strengths. 

You can choose to be male or female, of 
six different races, and you can photo- 
fit an appearance for your new alter- 
ego. Then you get into the character 
classes. You can select one of eighteen 
pre-defined classes, such as Battlemage, 
Acrobat, Monk, Ranger, etc. or custom 
build your own from scratch. 

You start with eight Attributes: 
Strength, Intelligence, Willpower, 

Agility, Endurance, Personality, and 
Speed, each of which is allocated an 
initial fifty points. You also have several 
thousand points to build with, and 
these must be distributed between the 
Attributes, used for buying equipment 
and magic items and spells, and gaining 
the vital skills your new character will 
need to survive. You select the skills 
you want your character to have, and 
allocate points to build those skills up. 
You can also buy wound points, which 
are an indicator of how much damage 
your character can sustain before 
keeling over. 

Face your challenge 

Once you have finished designing your 
character, you can begin the adventure. 
The Battlespire was used as a training 
area and proving ground by the Lords of 
Tamreil, and your character turns up 
expecting to find a challenge, but finds 
instead that the Spire has been taken 
over by the minions of Mehunes Dagon, 
an evil Daedra lord. You have your work 


cut out for you just to stay alive, but 
you have to try and free the Spire from 
the hands of your enemies. There are one 
or two allies hiding in various locations. 


your machine can cope with is a 
definite bonus. I can't help but have 
a small twinge of regret that the 
game doesn't make use of hardware 
acceleration. It would look superb 
with 3Dfx implementation, and maybe 
the later games in the series will 
have this feature. Even so, the 
lighting effects are superbly 
atmospheric, dark and moody with 
lots of threatening shadows. 

I have not the space here to go into 
the online multiplayer scenarios in any 
detail, but you can play team games, 
head-to-head deathmatches, or 
cooperative games over the Internet or 
Local Area Network, with up to eight 


The lighting effects are superbly atmospheric 


but you are pretty much on your own. 

The storyline of this game follows on 
from previous Bethesda games, the Elder 
Scrolls series, which were quite popular, 
and Battlespire is the first in a new 
series of games, to be known as the 
Legend Senes. If they are all as good as 
this one, I may have to buy the lot. 

looking good 

The game runs smoothly on a P200 in 
high resolution mode in all but the 
largest screen size. Full screen was a 
little bit twitchy and the frame rate 
dropped noticeably, but the option to 
reduce the screen size to whatever 


people joining in the fun. All in all, this 
is an excellent and highly original game 
with a load of great features. I look 
forward to the rest of the series. Cliff 


Some of the monsters are very persistent, and will follow you for ages if you don’t kill them first 





The system for using spells 
is well developed, and 
plainly owes much to such 
games as Advanced 
Dungeons and Dragons. 

There are six different 
magical skills; Alteration, 
Destruction, Illusion, 
Mystidsm, Restoration, and 
Thaumaturgy, and each 
category covers a number of 
different spells. There are 
spells that can harm 
enemies, heal friends, make 
you invisible, just about 
anything. You can assign 
any of the spells you have 
in your spellbook to 
hotkeys so that you can cast 
them in an instant, as long 
as you have enough energy 








A well designed 
and highly original 
game from people 
who plainly know fantasy 
role playing like 
the back of a hobbit 
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the units Look, work or act. In this way 
the tactical side becomes redundant, 
turning the game into a plain race for 
technology rather than an acute 
decision making process which affects 
the state of play. Warbreeds adds a new 
twist to development; a more hands on 
approach is utilised to select weapons 
and the like for your units under 
construction, adding a new level of 
excitement and tactics. There are many 
games where you can just upgrade 
units, but this is totally different. If 
you are already thinking that this would 
be a great addition to the long list of 
C&C clones then you won't have to wait 
much longer. Media Station's Extreme 
Tactics is set to do just that; you will be 
able to customise chassis, weapons, 
shields, the lot. 

What’s the story? 

I won't labour the story too much here. 
If you need more information about the 
background then the preview in issue 
five of UPC did a good job. What I will 
say though is that the main species on 
the planet AeoLia are called the Yedda. 
They are the ones that have been 


genetic engineering. This idea had 
already been explored in Tone Rebellion, 
the somewhat underrated game by The 
Logic Factory where four sides battle 
over a valuable resource called Tone. 
Warbreeds though is closer to the likes 
of Age Of Empires and has taken on 
some good new ideas. The main feature 
of the game is the way the research and 
development is carried out. 

The new breed 

Most C&C style games Leave the research 
and development up in the air. Players 
tend to just choose certain units to 
develop but are unable to alter the way 


At its heart lies a Cmmani antf HmtuBr style engine, hut thn exterinr 
nf WarbneHs is snmething entimly nnw. Witness a laetamniiihnsls. 


How cao you expect buys like this 
to do what they are told? 


The great thing about 
Warbreeds Is your ability to 
build units that you 
yourself have spent the 
time to create. I still 
haven't worked out whether 
it is better to have two of 
the same weapons mounted 
on each side of the unit or 
to mix and match, but it is 


Warbreeds 


arbreeds is a breath of fresh 
I air in a number of ways. Firstly 
it's Red Orb's first title to be developed 
by their in-house team. The company 
have been busy publishing some big 
games such as Riven and the third in 
the Journeyman Project series. This 
game is drastically different from the 
adventure games we have been used to 
seeing from Red Orb to date. 

Essentially it's a real-time strategy 
game but without the use of tanks, 
helicopters or other standard military 
units. Instead, as the name implies, the 
game centres around the breeding of 
super beings, the ultimate warriors, by 


certainly fun just to play 


about with various 
combinations. You are 
spoilt for choice too, 
apparently it works out to 
be about 35,000 different 
combinations altogether, so 
you can expect to waste a 
good few hours playing 
with this feature alone. 
Expect to see many more 
games including this 
feature shortly; Cyberstorm 
2 is another game to offer 
more construction choices 



Intro sequences are otten good for a laugh and this one is no exception. You are witness to some serious beheading when all the boring bits are over! 
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playing about with genetic engineering 
and they are the ones that will have to 
pay the consequences. By creating a 
new race to defend themselves from 
outside threats, their offspring, the 
Magha, have taken it upon themselves 
to devour their parents. The threat 
seems suddenly closer to home. 

Level headed 

The game is split into a number of 
modes, with training missions to get 
you into the swing of things - 
especially the 'easy when you know how' 
topic of gene collection. All the 
movement of troops is standard click 
and drag, though it seems difficult to 
section off groups for more varied 
attack ideas. The campaigns are not 
linear in the sense that there are one to 
forty and you have to do them in order. 
If you choose to opt for the Tanu 
Ascendancy then you begin with a 
choice of two levels; complete one of 
them and you will be given the choice 
of another two, so the levels fan out 
like a tree. This may make things very 
difficult to complete a game totally. The 
early missions don't allow players to 
delve into gene collecting and some of 
the other units that you were 
introduced to in training are left for a 
subsequent outing, i.e. turrets. Saying 




that though, the battles do not require 
too much thought in these early 
missions, just might. 

Unit shifting 

You begin each game with a selection 
of well designed and modelled 
creatures which rush about as if they 
have ants in their pants. This can be a 
bit annoying at times, but you can 
slow the game down a bit to 
compensate. The Tanu are, for want of 
a better analogy, your construction 
Kbots. You must set them to plant 
spores and pods to create energy. They 
are also used for constructing 
structures like the refinery and the Psi 
towers that generate the power. This 
power thing is really quite important 
and not that easy to master. If you 



them back each time - you will be told 
that new technologies are available. 

This is when you can have fun with the 
assembly of new weapons such as heat 
guns and the like. 

There are a few areas where the 
game could have been improved. The AI 
is quite rudimentary. Troops seem to 
get stuck behind objects easily and 
rarely take the shortest route to any 
one point on the map. This, however, is 



Your troops can be made up of all 
sorts of weirdos, it’s up to you 


There are many games where you can just 
upgrade units, but this Is totally different 


build too many structures too early on 
you can dig yourself into a corner. 
Everything relies on excess power. It 
may all seem obvious, but this is the 
first time I have really had to plan the 
timing of construction precisely so 
early on in the game. 

Once you have your gene lab up and 
running you can start to build the 
standard Tanu, Scouts, and later. Raptor 
units. With a gene collector built in 
conjunction with a spare Tanu you can 
go about collecting genes from the dead 
bodies of your enemies. Players have to 
make sure they leave most of the action 
until the threat has subsided as they are 
not that good at defending themselves. 
Once sufficient genes have been picked 
up - luckily you don't have to take 


the only real major complaint. The 
maps are big enough to provide a 
decent challenge, but most of the 
missions seem similar in design. The 
strong graphics help to give the game a 
fresh edge (apart from the Magha 
designs) but the limited frame 
animations do not live up to much at all. 

Finally, I should mention Red Orb's 
idea to put the game out at a very 
reasonable price. Whether they knew it 
would be too hard to compete against 
the likes of Total Annihilation and Age Of 
Empires, or just the fact that they wanted 
to get off to a good start with their first 
in-house title remains to be seen. The 
game is certainly worth every penny and 
is a great addition to any gamer's real¬ 
time strategy collection. David 


ULTII 

MATE INFO 

PUBUSHER 

RED ORB 

DEVELOPER 

RED ORB 

PRICE 

£19.99 

RELEASE 

OUT NOW 

WEB SITE 

www.warbreeds.com . 

PLAYERS 

1-8 

MEMORY 

16MB 

PROCESSOR 

P90 

GRAPHICS 

SVGA 

SOUND 

SB 16 OR BETTER 

CONTROLS 

MOUSE 

Warbreeds is an innovation, 
both in game style and 
marketing. To bring out a 
game at nearly half the 
price of its competitors is 
to be commended 



This is the chap that warns you about the dangers of genetic engineering, his race decided to create some holy warriors and things backfired from there 


Tiny Computers Limited 




MARCH 1998 I ISSUE SEVEN | ULTIMATE PC 
































RE view 


Hiiht llnlimiteri II 

Seriously into flying? Need a bit of practice in flight planning and navigatinn? Look no further... 




All the aircraft have full virtual 
cockpits, so you can enjoy the 
scenery properly 





known for its antics in World War II, 
this plane is a serious contender, with 
an awesome amount of horse power and 
breathtaking manoeuvrability. Those 
looking for something a little more sedate 
can take a trip in a Raytheon Aircraft 
Beechcraft Baron 58; mostly privately 
owned or used for small business, this 
plane is reasonably easy to fly and is 
pretty stable in the air. 

Who turned the lights out? 



n definitely have a soft spot for 
a good flight simulation. Mind 
you, I did get a little worried when I 
found out that Flight Unlimited II didn't 
have any weapons whatsoever (I like 
nothing better than getting some poor 
fool in my gun sights and blowing the 
living stuffing out of'em!). But having 
already heard some very good things 
about the first one, I gave it a good going 
over - and was pleasantly surprised 
with the results. 


Although Flight Unlimited II has no 
guns, what it does have to is several 
thousand square miles of amazingly 
detailed texture-mapped land mass, with 
fully accurate runway layouts for every 
airport in the area, from small uncontrolled 


One thing I really liked about this game, 
(game?) is the fact that the cockpit 
layouts are all accurate, and all have 
the essential instrumentation for flight 
planning and navigation, which boils 
down to using VOR stations and the COM 


Unlike most simulations, Flight Unlimited II 
offers no easy way to get flying... 


runways to huge international airports, 
and a slice of aviation history in the way 
of five very different aircraft. 

Pick a plaae, any plane 

I was slightly disappointed with the small 
number of planes available, but the variety 
certainly makes up for it. 

First off we have the plane with the 
1' plates on it, the Trainer 172; this one 
has fixed wheels, doesn't go very fast, 
has piles of stability and very little of 
the more confusing instrumentation on 
board. The next one up is the Piper Arrow 
PA-28R-200; a little more satisfying 
than the last, mainly because it goes a 
little faster and has more in the way of 
manoeuvring capabilities. If the scenario 
requires some water action, then this is 
where the DHC-2 De Havilland Beaver 
comes into its own; fitted with floats 
instead of wheels, you can put this baby 
down anywhere! 

If you really need some action then 
jump into the P-51D Mustang; better 


radio to triangulate your exact position 
when the visibility is down to zero. It 
sounds easy, but take my word for it, it 
most definitely isn't! 

I was quite pleased with myself at one 
stage after about three hours of play, 
because I had managed to pinpoint my 
position to within about two miles, just 
using cockpit instrumentation. This is far 
more than just a sim, with its superb graphics 
and real sense of flying. Graham 



Who needs pilot training when you have a 
game with graphics like this little lot? 
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Each zone Is full of things 
to see and do. Atlantis, as 
you can imagine, is a 
floating city complete with 
sun high and bnght in the 
sky and clear blue waters 
which give the place an air 
of calm tranquillity. Find 
the ferryman and - for a 
fee - he will gently taxi 
you around the town to see 
the sights. High in the 
Andes Mountains is another 
of the game areas. Built on 
top of breathtaking peaks, 
this small settlement is a 
wonder to behold, with its 
balloon>type cable cars 
spanning the depths below 
and picturesque buildings 
perched delicately on the 
hillsides. The last area is 
probably the most awe 
inspiring - the Himalayan 
Mountains, with a smalt 
community quietly 
concealed between two 
majestic peaks, buildings 
with classic Asian lines and 
interior design that would 
please most princes. 

All the scenes have 
been wonderfully rendered 
- vivid blue skies with a 
smattering of very realistic 
cloud and gently rippling 
water that looks so real you 
could almost drink it! 




Klren gets a rival, with this, the leag-awaited third instalmeat 
ef the i/oereejimaA fngect series. 









he Long-awaited third part of 
I the Journeyman Project is here 
at last, and it's even bigger and better 
than its predecessors. For those who 
haven't heard of the game before, I'll 
give you a quick run down. 

Many years ago, one Dr. Elliot Sinclair 
uncovered a startling discovery which 
finally made time travel possible. 


Devoting himself to the project, he was 
eventually able to construct the world's 
first working time machine, which was 
named the Pegasus Device. Formed to 
offer some form of security, the TSA 
(Temporal Security Agency) diligently 
guarded the time stream from any 
potential accidents and from deliberate 
misuse. Unfortunately the government 



Alien allies, who, because of certain facts pertaining to our past, didn’t tell humanity the whole truth 



had Little faith in their abilities in this 
regard and hid the machine to ensure 
that it definitely wasn't misused. Dr. 
Sinclair, however, took it rather badly and 
built another one - but because of his 
mental state the professor tried to alter 
the time line. The hero. Gage Blackwood 
of course, thwarted his plans... this time! 

In the second gripping episode, a new 
type of time machine is developed - an 
all-in-one protective suit commonly 
known as a Time Displacement Unit, or 
jump suit. The hero. Gage once again, 
finds himself framed for a crime he didn't 
commit, while the real criminal tries to 
sell time travel secrets to aliens. Once 
again Gage overcomes these Little 
problems and solves the case. 

Bringing things up to date, scientists 
have now discovered a time distortion 
slowly making its way to the present. You 
are here to investigate the occurrence 
and, if possible, stop it. But when you 
arrive there is a message for you from a 
dishonoured ex-agent, who apart from 
anything else, tries to frame you with 
some serious stuff. She tells of a devious 
plot for a conspiracy between the newly 
acquired allies, the CyrolLan, and another 
Lifeform you have yet to meet. She also 
leaves a couple of clues to help on the 
way. So armed with your wits and a very 
talkative artificial intelligence virus, you 
set upon your task. 
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Bigger and better 

The main improvements are revealed in 
the graphics system. Movement control is 
the same in that there are set paths you 
have to follow around the landscape, but 
now ifs possible to look in any direction, 
as the game world is a truly 3D arena. 

From any position in the game it's 
possible to look around a full three 
hundred and sixty degree sphere of vision, 
which is very rare in, generally speaking, 
what is a point and click adventure. What 
this does mean to a certain extent is that 
the graphics resolution isn't as high as say 
Riven or Starship Titanic, but this is a 



now about two thirds of the screen instead 
of a small box. The Options window is 
much the same as ever, (if it works, why fix 
it?) with the Inventory, an Holographic 


The game’s interface is weii iaid out and easy to 
use, with aii the appropriate controis to hand 


small price to pay considering the freedom 
of movement Legacy of Time offers. 

The game's interface is well laid out 
and easy to use, with all the appropriate 
controls to hand. One of the more 
noticeable differences from its predecessors 
is the size of the Action window, which is 


Generator, and (the new bit), a Chameleon 
Status Indicator. 

The latter isn't as complicated as it 
sounds - the new design of jump suit 
allows the wearer to copy someone's 
image and thus walk around without 
attracting attention. The one limitation 



Hidden deep in the Himalayan mountains lies a tranquil, selt-sutticlent community... Or is it? 


The scenery is hreath taking, not 
to mention very detailed, with 
lots ot situations that you must 
interact with to solve puzzles 


of the suit is that when you are in a 
zone you can only make use of images 
that you've collected from that one 
place. The Chameleon Status Indicator is 
simply an image of the person you are 
impersonating at that moment in time. 

Open for business 

There are three main zones to explore, 
they are the legendary Atlantis - located 
in the Mediterranean Sea - a small village 
in the Andes Mountains, and a dramatically 
placed city in the Himalayan Mountains. 
When you first visit each of the zones they 
will have been decimated by unknown 
forces and it is one of your tasks to find a 
time code hidden in each by agent three 
(the one who framed Gage!). When all 
three have been located, it will allow your 
suit to work out the exact position of the 
said agent, whereupon she will give you 
more information about the conspiracy. 

Now the fun begins - Gage is sent back to 
each of the time zones several days before 
the destruction to try and piece together 
the puzzle. The puzzles are tricky but 
logical, so a bit of lateral thinking should 
help you along somewhat. 

The animation is lovely; each time you 
meet someone, video footage of them is 
overlaid seamlessly onto the background 
to give a real interactive feel to the 
gameplay. Once you've started to play it's 
very hard to stop again, for it has a 
certain addictive quality - that certain 'I'll 
just get through the next puzzle and then 
stop!' syndrome. A great game, by far the 
best of the three. Graham 
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This month we seem to he inundated with flight simulations, 
here’s one of the hotter ones. 




This little baby can handle just 
abnut anything that’s thrnwn at it 



A stompingly good sim with 
some excellent features and 
a very fast graphics engine. 

An intuitive interface 
makes a real difference to 
the gameplay 
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n f you want an aircraft with a 
sting in its tail then jump into 
the cockpit of a F/A-18 Hornet, one of 
the world's more impressive multi¬ 
mission strike fighters. This all-weather 
aircraft was initially created for the US 
Navy and the Marine Corps, but it 
proved far more popular and was chosen 
by at least five international forces. 

Designed with a very small visual 
signature, this allows it to get far closer 
to its target without being spotted, even 
though the Hornet has BVR (Beyond 
Visible Range) missile capabilities. With 
a fair selection of weapons, the Hornet 
has full air to air and air to surface 
potential, combine that with a multi¬ 
stage afterburner and some stunning 
manoeuvrability and you are left with a 
very capable, not to mention very 
expensive piece of hardware. 

The number of available weapons 
isn't as good as some sims, but they are 
perfectly adequate for anything you are 
likely to come across during the game. 
Air to air armament consists of an AIM- 
9M Sidewinder, which is a short range 
and infrared guided missile, and an AIM- 
120 AMRAAM, medium range and radar 
guided missile. Air to ground weapons 
consist of an AGM-65B Maverick, an 
electro-optically guided missile, an AGM- 
88 Harm, which is a high speed anti¬ 
radiation missile, (unguided!), and lastly 



a Mk-82 five hundred pound freefall 
bomb. There are a few variants on some 
of the weapons, like an anti-runway 
bomb and an extra fuel tank. 

Ready or not, here we come! 

Next we'll head off to the Ready Room. 
It's in here that all the big decisions are 
made; flight planning, navigation and so 
forth. Everywhere the player needs to go 
is accessible from this one room which 
has the following choices: Mission Editor, 
Enter Cockpit, Load Mission, Play Replay, 
Training, Debrief, Credits, and the Exit. 

The interface has been very well 
thought out, with all the relevant game 
options in one area; the Enter Cockpit 
screen. From here the player can alter the 
graphics settings, choose and configure 
the input devices, arm the aircraft and 
even choose the required mission theatre. 

With full 3D acceleration support the 
graphics are superb, complete with 
ground details, trees, harbours, ships, 
and even a few jumbos dotted about, 
just asking for a missile! Graham 





HERE’S ONE I 
PREPARED 



I 

The Mission Editor is a very 
sophisticated piece of software, it 
will allow single scenarios to he 
created from scratch anywhere in the 
Korean theatre. Completely unique 
missions can be created very easily 
from a few mouse clicks. The Editor 
is split into three parts: a map 
section, a control section and a tool 
bar - all of which are very detailed 
and wonderfully intuitive. A large 
ground map allows all sorts of items 
to be added to the scenario - jeeps, 
T-72's, Humvees, tankers, gunboats, 
even hovercraft! This is in addition 
to the standard selection of high- 
tech aircraft. Each unit can be 
assigned to either side, given an 
objective, or even have its 
aggressiveness set to one of four 
levels: extremely aggressive, very 
aggressive, somewhat aggressive and 
not aggressive. The victory 
conditions can be set from here too, 
including time limits and successful 
protection of friendly units. You 
could even add in a secondary and 
ancillary objective, both of which 
can be made to effect the missions' 
victory conditions 
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^..two wheel high speed racing action at its very best’ 

’...the most convincing arcade-like experience so far’ edgc' 






Your eyeballs spin, your sinews ache. The last 
contact you had with your stomach was 15 
laps ago. Arcade quality motorcycle racing is 
about to hit the PC. It’s a near death experience. 


Criterion 


Ut>i Soft 


Studios 


Ubi Soft Entertainment Ltd., Vantage House, 1 Weir Road, Wimbledon, London SW19 8UX. ©1998. Ubi Soft Entertainment/Criterion Studios. All rights reserved. Criterion Studios is a division of Criterion Software Ltd., a Canon Company. 
Criterion Studios and Criterion Software are trademarks of Canon Inc. Redline Racer is a trademark of Criterion Software Ltd. and Accolade Inc., used under licence bv Criterion Software Ltd. ‘While stocks last 
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Find Ihcir f>randparenl8.^ 
crippled Beat Ihcin up too. I 


Set Iheir house on lire. 
Laugh and l>rag al»ut it. 
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There aren't many computer 
games that try to be funny, 
and those that do 
sometimes fail. 
Unfortunately, there is 
nothing quite so annoyingly 
crap than a joke which 
someone else thinks is 
hilarious, but which plainly 
isn't. Games in which the 
humour works well include 
Discworld I and II, The 
Monkey Island games, and 
Sam And Max Hit The Road. 
The fact that all of these 
are point-and-click 
adventures may have 
something to do with it, 
but I don't know what. 

Many other games have 
jokes built into them, such 
as Duke Nukem and 
Carmageddon, but the prize 
for the funniest and best 
hidden joke goes to 
Synthetic Dimensions. In 
their ground-breaking 3D 
adventure Legends of 
Valour, the names and 
appearances of the people 
you met were randomly 
generated. There was a 1 in 
3 million chance that the 
name 'Elvis Presley' would 
be generated, and if it was, 
then The King would 
appear. However, if you 
tried to save the game at 
that point the name 
generator would re-set, 
so by the time you had 
got somebody to come 
and see what you had 
found, Elvis had left 
the building 


ATE PC 


JP* 


Mummy, Daddy, where are you? Oh nol Aaaaaaaaaaaaaaaaaaaaaaaghl 


that you really ought to be enjoying. 
Sometimes telling the brutal truth about 
a game can hurt like falling out with an 
old friend. But it's my job, and I know 
that you, the readers, are relying on me 
to do it. So, though it pains me to say 
this, Monty Python's The Meaning of 
Life... isn't... isn't... oh god, I can't do 
this! But I must! It... just... isn't... 
funny. I'm sorry. I'm really sorry! 

Excuse me miss... 

I'd just like to make it perfectly clear 
that I have always loved Monty Python, 
and I still do. I have all the movies. 


Monty Python’ 
Ihe Meanin 


FUNNY 


HD 


NUT? 


n III 


nflife 


low fir somethiig CDnipletel]i different: 
an wtth a compnter game ep his nose... 


ou know, people think we 
I games reviewers have an easy 
life: "Playing computer games all day, 
and getting paid for it!" I hear people 
say. They just don't understand how 
hard it can be sometimes. When you 
get a game to review, it is a like 
finding a little frightened animal lying 
injured by the road. Do you nurse it 
back to health, feeding it with kind 
words, or end its suffering with a 
swift, merciful twist of the neck? 

It is even worse when the game in 
question is one which you have been 
looking forward to, and which you feel 
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tapes of the series, the blessed book, 
the albums, everything. The Python 
team are the gods of comedy and satire, 
and they are above my humble criticism 
as the sky is above the sea. However, 
and I know that I am risking 
excommunication or worse for saying so, 
this game sucks goats. It is basically a 
collage of old material pulled mostly 


from the film The Meaning of Life, 
chopped up with Photoshop and 
patched together as crude, sub-Gilliam 
animations. There are some simple 
point-and-click type puzzles thrown in 
as links between the various sections. 

Can we have your liver? 

The seven sections in the first half of this 
two-CD game are the same as those in the 


film; The Miracle of Birth, Growth and 
Learning, Fighting Each Other, etc. You 
proceed through the puzzles, collecting 
ingredients for a dodgy salmon mousse in 
the process. Along the way you have to 
play such bizarre games as You Don't Know 
John, a Python trivia quiz, and Live Organ 
Transplants, which is a variation on the 
old 'move the loop along the wire without 


touching it' fairground game. Having to 
clean the splattered blood off the screen is 
amusing enough the first couple of times, 
but even this joke soon wears thin. 

Killer joke 

The problem with comedy in computer 
games is that even the best joke in the 
world becomes less funny each time you 
hear it repeated, and after a while 


becomes merely irritating. Getting round 
this is a tricky problem, which some 
games writers solve better than others. 
The best approach seems to be to have 
the joke as a punchline to a series of 
possibly repetitive actions, rather than 
repeating the joke itself. Unfortunately 
some of the puzzles in this game do not 
even get as far as being funny the first 
time - for example, the Conversation 
Puzzle, which is far too long and slow. 
You are likely to give up through sheer 
boredom long before you collect the 
sprig of dill which is your prize. 

Solar flares 

I really must make mention of the 
manual for this game, because it is 
actually funnier than many parts of the 
game itself. Just as the credits in Monty 
Python films are Moose always full of 
jokes, so is this manual. The 'system 
requirements' list all the usual 
components needed to run the game - 
Pentium 100, 16mb RAM, etc, then 
'Mouse. Rat, if Mouse is unavailable. 
Lemming, if Rat has escaped...' and so 
on. The Troubleshooting guide is almost 
worth the price of the game on its own. 
The writing is much more like the style 
of the brilliant Monty Python books, and 
nearly electrocuted me by making me 
spit coffee all over my monitor. 

Not being seen 

I think part of the problem is that this 
is not really a Monty Python production. 
Of all the six members of the Python 
team, only Terry Gilliam is credited in 
the production of the game, as 
executive producer. The others are only 
down as 'voice talent' While the 
material may be Python-based, it is like 
somebody else's version of Monty 
Python, and lacks that touch of genius 
that has kept them at the forefront of 
British comedy for thirty years. 

I can't tell you what a disappointment 
this is; I really wanted to like this one, 
but it just hasn't got it. It has some 
good moments and will obviously be 
bought by total Python fanatics, the 
kind who tape the show in German 
despite not being able to understand a 
word, but my advice would be, if you 
want real Monty Python, go out and buy 
a video of the series or a copy of The 
Big Red Book. Cliff 




Sometimes telling the brutal truth 
about a game can hurt 


It has to be said that some of the scenes in the game are truly hilarious, but unfortunately not enough of them to save its life, which is a great shame 




As you can see, the game is made 
up of stills from the film cut up 
into bits then and animated 
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ONE 


16MB 
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256C0L 800X600 


SB16 


MOUSE, RAT, LEMMING ETC 


Sadly not as good as it 
might have been, which 
is very disappointing. A 
lack of fresh material and 
annoyingly stupid puzzles 
let it down badly 


VERDICT 



OUT or 100 


ciny 


Tiny Computers Limited 


THE BIG COMPUTER SPECIALISTS 


MARCH 1998 I ISSUE SEVEN | UlTIMATE PC 



































et's face it, it was only a matter 
of time before someone decided 
to try and produce something a Little more 
daring, a little more in yer face so to 
speak. This is definitely the case with Lula. 
The aim of the game is to build yourself a 


With all this immoral stuff going on in 
the town, and with the FBI on your tail 
for armed robbery and murder, as you can 
imagine, it's quite hard to keep the 
business quiet - especially if you go 

mugging people and blackmailing 
’ Every now and then one of the 

will go to the sheriff and tell all. 
005 a result you will find yourself in the 
? clutches of the sheriff, who just happens 


iHOTPROPfflTYL 


MUST SEED 


to be a very curvaceous young lass with a 
domination fantasy. You are given the 
choice of being her slave or not. If you 
embark on a little submission then you'll 
be let out shortly afterwards, if her 
advances are refused then welcome to the 
slammer! There are various reasons for 
getting locked up; the one I've just 
mentioned, and the other is if you beat 
up the drunk guy in the toilets too often! 


Bond of yiolence, guns, and blood? Then why not try yonr hand at sex instead! 


be able to start off your career at Least at a 
modest Level. To start things off you will 
need a motel room for an elicit evening's 
photography, and some photo equipment, 
i.e. a camera, some lights, and some film. 
Then you're away! 

Smail-town USA 

The town consists of the following very 
useful buildings: Sex Store, Pawn Store, 
Motel, Bar, Chicken Farm, Police, Video 
Store, Parking Lot, and Distributor. During 
your time in the town all these places will 
become second homes. (It certainly feels 
that way!) The Sex Store is exactly what it 
sounds Like; it sells all sorts of things, 
most of which I probably can't mention 
because of our younger readers. You will 
also need to find out what the media 
wants to see - just ask the sales person. 
The Pawn Store is for emergencies - it is 
run by a right so and so, and as far as he's 


porn empire from very humble beginnings. 

You find yourself in this godforsaken 
place after a robbery went horribly wrong - 
well, the theft went perfectly, but your 
accomplices decided to take out a guard 
who was being a hero and that you didn't 
deserve any of the money anyway and so 
chucked you out of the car at gun point 
and disappeared! So you are left stranded in 
a small American town called Wet Rock. You 
are befriended by a very curvaceous young 
Lady going by the name of Lula, who has 
aspirations of a career in the film industry. 
Unfortunately, from this dead end town 
there is only one possible way to do it, and 
I'm sure I don't have to spell it out for you! 

You start the game with a budget of 
five hundred dollars. With this you should 
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Among the other mad antics of the game, 
you will inevitably come across the 
chance to blackmail innocent victims. As 
you will be frequenting the bar quite a 
lot, you will notice that some of the 
punters are considered victims when you 
put the mouse over them. (The mouse 
pointer is a treat in itself, it's in the 
shape of Lula, and when something 
cannot be interacted with she keeps her 
clothes on. When you can, she stnps 'em 



all off!) Lula will quite happily go off and 
seduce them. Cue quick animation of yer 
good lady friend bouncing merrily up and 
down on the guy's lap, right next to a 
window, outside of which a camera quietly 
snaps away, capturing the moment. Later 
on in the bar you can send them a 
blackmail note on which you can set the 
amount they should pay, (up to their max 
month's wages) and that they should 
leave the payment in the bar toilet 


1 


This wonderfully original game 
will have you in stitches with 
it’s rather comical oulook on 
the blue movie business 




UlTII 

MATE INFO 

PUBLISHER 

TAKE 2 INTERACTIVE 

DEVELOPER 

INTERACTIVE STRIP 

PRICE 

£24.99 

RELEASE 

OUT NOW 

WEB SITE 

N/A 

PLAYERS 

1-8 

MEMORY 

SMB 

PROCESSOR 

486 DX4 lOOMHZ 

GRAPHICS 

2MB VIDEO CARD 

SOUND 

8 OR 16 BIT SOUND CARD 

CONTROLS 

MOUSE 


ISSUE SEVEN I ULTIMATE PC 


concerned a good deal is where he makes 
some money and you don't! The Motel is 
the obvious place for some adventures 
(the film industry thinks so anyway!), and 
they're not far wrong, as this is where all 
the photography sessions take place. 

Watch out for the owner though, not only 
does he charge extortionate amounts of 
rent, but if he gets a whiff of what's 
happening in the room above he will try 
to triple the rent! One of the easier ways 
of getting round this is of course to send 
in the boys. As always the bar is just the 
place for fun and frolics, and for getting 
Lula a job as a stripper! If you find the 
need for some quick money and don't mind 
getting your hands dirty, then take a trip 
to the bar's toilet where you may find a 
drunk bloke going about his business - 
give him a whack and mug 'im! Mind you, 
if you do it too often you'll get arrested! 
It's quite possible that just before a photo 
shoot, Lula may ask for a playmate, so 


you'll need to make your way to the 
Chicken Farm to find a nice girl for her 
amusement. Once the shoot is complete, 
take the films (or videos) to the 
distributor for a cash payment or a royalty 
deal and watch the money start rolling in. 

Big bucks, here I come! 

So far the game has been pretty 
straightforward. Once enough movies and 
pictures have been sold, and you have 
fifty grand in the bank, you are 


If you’re in the habit of blackmailing folk, then this is where you pick up the loot 


automatically moved to your own office 
overlooking the city. Now things start 
getting serious - all you have is the office 
and your dosh, with which you have to 
rent, buy or hire everything that's needed 
to make movies. Before you can start 
making movies, several buildings must be 
rented or bought. The most important are 
a casting office, a production office, and a 
movie studio. The first thing that any 
good company needs is staff, like a 
producer, a cameraman, a lighting 
engineer, a selection of production people, 
and of course, the most important of all, a 
secretary! This is all done from the casting 
office, including any actors the film may 
need. Now it's time to make movies! 

The next step in the process is to 
create an idea of what the movie is 
about, and then put together a 
storyboard of how it will run. Assign a 
director and studio staff and make that 
movie! Whether it will make any money or 
not depends on the ability of the actors 
and the quality of studio equipment 
- if it doesn't then try it again! 

All in all Lula will have you glued 
to the screen with its steamy (or 
cheesy, depending on how you 
look at it) atmosphere, 
and hilarious on-screen 
antics. Graham 


Lula is an incredibly 
intriguing idea, 
with plenty of humour, 
bags of originality 
and some fine animation 
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hrowing caution to the wind, 

I Queen Keshi Keshi Gomu 
(honest!), has decided to open up the way 
for economic growth by allowing foreign 
suits to set up business on her island, 
Zapinalia, in the Archipelago of Mermadan. 
She has allowed six competitors to set up 
shop, each with an equal starting grant, 
and some premises to do it in... the rest 
is up to you! 

I must confess, when I first picked up 
the game I wasn't convinced - another 
dull and boring trading/business game... 
but I really was pleasantly surprised. I 
found the more I played it, the more I 
needed to beat the thing. It is designed 
very cleverly to make the game fun as 
well as challenging. 

You start the game with a small shop 
that can hold one hundred units of stock. 
The first visit that must be made is to the 
wholesaler to buy the necessary stock. This 
can be any number of weird and wonderful 
things like Nostril stuffing. Hussy feet. 
Dimple weeds. Flannel fungus. Eye caps, 
and many, many more. 

Attachments 

All the units have certain information 
attached to them when in the 
wholesalers; the number available, the 
cost per unit, and the estimated net 
profit per unit, which means you don't 
really have to mess about with figures 
at all. To help you even further the 
buying screen also contains other 
pertinent information, like the total 
demand for that product, and how 
many are already in other stores. Once 
you have filled the shelves the next 
thing to do is persuade the customers 


TAIfC A IIAPATinUI 


If you find that the store is doing 
welt and you have a little time on 
your hands, then maybe it's time to 
take a vacation! 

There are a number of places that can 
be visited, for a price. Each location may 
or may not hold a bonus of some sort, 
like some cash or an attractive business 
offer, or even some ancient relic that will 
bring the shoppers flocking to your store. 
Here's a quick run down of some of the 
hot spots of the place: 

The Grand Zubar, an eccentric 
millionaire who, if you're nice to 
him, will return the favour; The 
Magma Zone, the hotbed of industry, 
this is in fact where most of the 
products are made. If you grease the 
right palms you may be able to get 
one up on the competitors. 

There is also the Hermit Pit, the 
Hive, the Mermadan, and even the 
Outer Reboundrum. All these 
holidays last for one to three weeks 
and can cost anything up to eighty 
or ninety grand! 


All the graphics in the game have 
some form of animation - from 
bouncing to waving to spinning 


even go on a well deserved vacation! 


The island of Zapinalia is wonderful 


that your shop is far more glorious 
than any other. This is done by several 
means; advertising, store image, 
maintenance, and public service. 
Advertising is obvious - if you don't 
put enough money in, then it simply 
won't be effective. But if you put too 
much in, it has the potential to 
become a financial nightmare. 

Not that it's just a game of trading, it 
is far more in depth than that. Zapitob'sm 
Deluxe offers a construction yard for 
property expansions, a loans office, the 
dreaded tax office, a labour union, a 
stock market, an insurance building and 
an advertising department. Complete with 
tutorial scenario, Zapitalism is just the 
thing to take boredom away! Graham 


- full of things to see and do as well as the usual shop stuff. You can 
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Zapitalism is a very nicely 
laid out game with some 
excellent animations 
and a surprising amount 
of playability 
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Try yiur hand at huilding a conmarcial anpira from 
tia humbla baginniags at a small shop. 
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Hapefully you’re lot a leaf, demb and Mind kid, bet all pinball wizards are 
invited te play Teaei t7’s very first simnlaHan gaeie, /Uiletim Paball... 


Visually the game is very impressive with plenty 
at little animations going on all the time 


from out of the ordinary and in fact, 
offers a Lot Less than some pinbaLL 


To get the most of Addiction 
Pinball, you reaLLy need to get 
some mates around for a bash. 

Up to four pLayers can induLge in 
the fLipping action, which is of 
course a Lot more fun than pLaying 
with yourseLf (some wouLd disagree, 
of course!). 

VisuaLLy the game is very impressive 
with pLenty of LittLe animations going 
on aLL the time. Some of these are on 
the tabLe itseLf and others above on 
the scroLLing matrix dispLay. It's a smaLL 
feature, but the baLLs Look very nice, 
just adding to the reaLism. The sound 
effects aLso stand out, with the 
whizzes and bLasts heLping to create 
the pinbaLL atmostphere. 

StiLL, at the end of the day the game 
is a bog standard pinbaLL simuLation 
which faiLs to provide Long Lasting 


simuLations reLeased a year or two ago. 

With a game such as this, it's nice 
to have many tabLes as possibLe. 
UnfortunateLy there are just two here 
and come in the form of Rally Fever and 
Worms tabLes. If you're famiLiar with 
Team 17 then you'LL reconise both of 
these games which the company 
reLeased a whiLe ago. 

There's no doubt about it, these are 
fun to pLay for a whiLe, but after a 
coupLe of hours of whacking the fLippers 
and upping the points, you are sure to 
start wishing there was a LittLe more 
variety. Two tabLes is just not enough. 

To attempt to change the game to a 
smaLL extent, I visited the options screen 
which gave me a chance to change the 
view of my tabLe. UnfortunateLy though 
just a few of these are actuaLLy worth 
trying. It's aLmost impossibLe to pLay 
when you're Looking 
down on the tabLe 
from a horizontaL birds- 
eye view and when one 
is positioned at an 
bizzare angLe, it reaLLy 
does make you wonder 
whether they just did this 
for a Laugh or something. 
Maybe more of a chaLLenge, but 
pLayabLe? I think not! 


enjoyabLe gamepLay. And that's what's 
needed these days. Simon 


Each table is richly detailed and well animated 


inbaLL games don't seem to 
have changed much over the 
past year. It's more or Less the same 
game but with a different theme, don't 
you think? As far as originaLty goes 
though. Team 17 have been pretty 
good. Look at Worms for exampLe. 

It's aLL gone a LittLe pear-shaped 
with their Latest game though. Addiction 
Pinball is far 



Unfortunately, with 
just the two tables 
Addiction Pinball 
loses out on a lot 
of points 
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IIEview 



This game has come fram nowhera. Initially just a one track affair hnnlled with the Videelogic 
Apocalypse graphics card, now it’s a full game on general release - and it’s a stunner. 






icroprose probably never thought 
of releasing Ultim@te Race Pro 
other than with the card. But it is 
surprising how the market reacts to such 
products, and in this case people wanted 
more - more cars, more tracks and basically 
a proper game. With U[tim@te Race Pro 
that is exactly what they get. The game 
sticks to its roots though by heavily relying 
on graphics acceleration - the game is 
definitely best with some sort of 30 card. 

Playing potential 

So what exactly do people want from a 
racing game? I suppose it depends on 




what sort of driver you are really. Some 
of the Sunday drivers among you 
probably go for pretty looking games 
such as FI Racing Simulation, which look 
nice but don't require too much 
concentration to drive. Other older 
readers may be waiting for Grand Prix 
Legends, reminiscing on childhood 
dreams and heroes with the wish to jump 
into the seat themselves. I would 


who cringe at the thought of wading 
through reams of text that describe how 
to turn everything on, buckle in and 
prepare to take off (obviously applies 
more to flight sims, but you get my 
point). The game is fast, furious and 
easy to jump in to. Ultim@te Race Pro 
is challenging too, not just a collection 
of perfectly rendered race tracks from 
around the world, but stuff that really 


If you are a fan of Destruction Derby then you 
may be interested in the Dltim@te Arena 


imagine though that people my age, with 
more youthful vigour (ahem!) would 
much prefer to waste money on arcade 
machines and living life in the fast lane 
with games like Need For Speed. If the 
latter appeals to you then Ultim@te Race 
Pro should be on your 'games to buy' list. 
Here are a few reasons why: 

Firstly, this game does not claim to 
be a simulation. A relief to most people 


tests players and gets progressively 
harder whilst appealing to all levels of 
ability. Players are able to get used to 
the cars' handling using the training 
track. This is an oval without much in 
the way of awkward bends. It is worth 
spending some time burning around this 
little blighter to get use to 
powersliding, accelerating from a stand 
still and overtaking. All racing games 



This is surely ooe of the best raciog games oo the market, it is bound to sell well with a price tag of merely £19.99, it may be worth keeping an eye on the charts - fast, furious racing action 
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handle differently, so it does take a 
while to settle in. The later laps feature 
hairpin bends, narrow cordoned-off 
sections, tunnels and dead-ends to 
manoeuvre around. More obstacles than 
your average Fl game for certain. 

Singing in the rain 

Another great thing about the game is 
the varying weather conditions. Unlike 
most games however, you don't get to 
play God. All the weather is set to 
certain tracks and can change at the 
drop of a hat. One minute you can be 
driving along in glorious sunshine, and 
the next driving into darkened skies 
only to start losing control in the rain. 
This feature certainly keeps you on your 
toes, especially in the later tracks where 
you have fog, rain and nearly every 
meteorological event possible. With this 
in mind, your choice of car will be 
imperative depending on weather type. 


track and player skill, so is there 
enough variety to cater for all? 

Knackers yard 

One of the other main features players 
look for in an arcade racer is the style 
and variety of cool-looking cars. 
Ultimate Race Pro features sixteen cars 
in all, though all look very much alike 
in model - sort of chunky American 
Trans Am beasts with massive tyres and 
garish decor. Each car has different 
characteristics, but the good thing 
about the cars is the fact that you can 
alter them slightly too. If you want a 
car with fast acceleration and speed 
then you just reduce the grip and shield 
values and vice versa. 

This does affect the way the each 
car handles, so if you alter things too 
much you may not be able to remember 
exactly what you did the next time you 
come to play. 




.rj’I 


Overtaking is not very easy in this game, all the cars have one objective, hut there are team tactics 



Robot drivers 

The game's AI seems up to scratch. 
Playing against eight computer 
opponents is not that distinguishable to 
playing over eight player Internet. You 
only really notice by the fact that the 
computer drivers don't tend to smash 
into the barriers as much and they seem 
to know the tracks rather well. They do 
provide enough of a challenge though, 
and a couple of times they cut me up, 
which was surprising. 

Multiplayer is where it happens 
though. Over the Internet you have 
access to several game modes and a 
high scores table for winners and online 
stars. Along with the standard 'choose 
track, number of laps and then 
compete' you have 'beat the clock' 
competition and 'team play' where the 
first player in your team to cross his 
checkpoint validates all his team mates' 
times. If you are a fan of Destruction 
Derby then you may be interested in 
the Ultim@te Arena - destroy the 
opposition rather than plainly beat 
them. Options for Modem, Serial and 
Network are also included. 

Graphically Ultim@te Race Pro is 
probably the fastest and best looking 
racer available. The only relevant game 
worth comparing it to would be 
Motorhead, but as we have not reviewed 
it yet it is difficult to say either way. 
Need For Speed 2 doesn't look as hot 
but does have more choice of cars like 
Land Rovers and Minis. If you think of 
it in terms of TOCA Tounng Car 
Championship then you are getting quite 
close. The handling is a lot better than 
TOCA as you don't spin off and lose the 
race when you put one wheel an inch 
off the track. 

Saying that though, if the American 
look of the cars and tracks doesn't 
appeal then TOCA does hold some 
appeal. Ultim@te Race Pro's good 
variety of tracks and weather 
conditions, and the ability to customise 
the car stats gives this game an 
exciting edge. David 



Roadworks in the game are 
hoond to catch a few gamers out 
- just look at these boys skidding 



This game is THE racer 
to test out your new 
graphics card. Visual 
effects and awesome speed 
provide an 

exhilarating expenence 
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What-ho chaps! It’s chocks away and into the great hloe yonder, 
to pit your skiiis against those of one Baron Manfred von Richthofen, 
more commoniy known as the Red Barnn. 



There is no other flight sim I 
know of that allows the player to 
use so many different aircraft 


TEST 

HHIBf SIW7 


Have any of you ever been 
flying over an airstrip, or 
just been taxiing into take 
off position, when a ground 
vehicle of some sort came 
into view and you thought 
'I wonder what it would be 
like to have a spin in that?' 
Well, now you can! Believe 
it or not you can in fact 
test drive anything in the 
game, from a simple Willy's 
jeep or a truck, to a 
Flakpanzer IV, or a T-34 
tank. This lovely concept 
doesn't even stop with 
ground vehicles; you can 
take your pick from a 
multitude of different 
planes from several 
different eras - from the 
first few combat aircraft, 
like the Sopwith Camel and 
the Fokker DV II, to one of 
the first ever jet fighters, 
the ME626 Sturmvogel or 
one of the classic Spitfire 
models, (of which there 
were certainly a good few). 
Once inside the vehicle you 
have control of all of it - 
gears, throttle, steering, 
even the guns, (where 
applicable!) are yours to do 
with as you will. I'm afraid 
there will be no test 
driving of the sheep 
though, all it does is go 
Baaaa! (What a surprise!) 



ho can forget Air Warrior? This is 
1 the third in the series of air 
combat simulations from the Kesmai 
Corporation, and it's bigger and better than 
any of its predecessors. Boasting a crazy 
four hundred and fifty missions, the game 
offers the player a completely immersive 
experience in World War I, World War II, or 
the Korean War, including just about every 
aircraft produced in those eras. The game 
begins with a wonderful introduction, 
consisting of lots of snippets of real 
archive footage portraying the madness 
and adrenaline of war. Bombings, crashes, 
strafing and some hilarious blunders really 
draw the player into the feel of the thing. 


The faster the better 

Air Warrior 111 is generally a good looking 
game, all the various screens are well 


drawn, with excellent attention to detail. 
The player doesn't even have to bother 
with changing screen modes as the install 
takes care of that, and will quite happily 
use the Windows resolution for all static 
interfaces. It will even display the 
combat screen in high-res, if you have a 
fast machine, and preferably a 3D 
accelerator. With those items however, it 


really makes a difference, it changes the 
landscape from a flat, featureless, area of 
colour with a few well modelled but still 
rather polygonesque buildings, to a living 
breathing land, full of rich colours, rolling 
hills, and gently moving rivers, (they 
don't actually move, it just looks like they 
would if you gave 'em a chance!) 

A small cause for concern is the 
cockpit set-up - as all the aircraft you 
are likely to come across in Air Warrior 
have detailed, authentic interiors, I 
found that a lot of the time the struts, 
or window frames if you like, blocked 
the view somewhat. Okay, so the pilots 
used to have to put up with it all the 
time, but a) I'm not a pilot, and b) It's 
a game, designed for people to enjoy! 
Right, with my whinging over and done 
with, I can get on and tell you some 
more positive stuff! 

Ypur mission, shoyid you 
Ghoose to accept it... 

The main menu screen is intuitive and 
well laid out, and offers the following 
options: fly a mission, online 
multiplayer, set-up, modem to modem, 
play back a film, credits, baa?, (it's 
that damn sheep again!) and for all 
you seat of the pants pilots, an 
instant action button. 



jU low 
see y 
it 10000 


ly’re ours. Betty 12 
;ort flight, contact! 
inging course to 180, 




The player can really get se clese to what aviators of yesteryear felt lihe after tlyieg throegh the flamieg wreckage et ae aircraft yoo’ve Just destroyed 
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R! view 





Before getting into the air, a quick trip 
to the set up menu is in order. Here, the 
game settings can be adjusted to personal 
specifications and machine requirements. 
The sound options allow the player to 
alter the general volume, plus they can 
select what incidental sounds are heard, 
like wind, g-stress, diving, other planes, 
landing gear, bay doors, bombs, 
explosions, and the maximum audible 
distance these things can be heard from. 

The other lovely thing which 
unfortunately is only available while 



online (except for running 
commentaries), is network speech, which 
allows players to talk to each other in 
real-time over a network - excellent when 
say the crew of a bomber are in different 
locations, obviously they need to be in 
easy communication with each other at 
all times. Another vital link in the chain 
is the briefing room - this is where the 
player can access the details of their 
mission, find out who else is on the 
mission and learn the details of the flight 
plan. In Air Warrior, it is rare to have to 



go out totally alone, as there will usually 
be at least a small squadron with the 
player. The rest of the aircraft are flown 
by drone pilots. As for flight planning, 
the main part of the briefing room is 
taken up with a large wall map, showing 
the appropriate land area, the route the 
mission will take, and all the waypoints 
necessary to complete the objectives. 
When in the air, navigation is eased by 
making use of the in game map, where 
you can see the aircraft moving in real¬ 
time along the waypoint lines. 

Decisions, decisions 

When you have decided which of the 
four combat areas to choose, the next 
thing you will have to choose is a 
mission. These can vary from simple 
coastal patrol for enemy aircraft, to an 
emergency scramble to save an airstrip 
from a damned good bombing! You can 
even take on the Red Baron in solo 
combat, if ya 'ard enough! As well as 
all this you also get full multiplayer 
support, even for up to two hundred 
and fifty people to dogfight at the 
same time while online! 

With a huge assortment of every 
type of aircraft available to choose 
from, hundreds of miles of airspace to 
fly in, and masses of very varied 
scenarios, this latest Air Warrior game 
would look good in anybody's 
collection. Graham 







All the aircraft in the game are 
unhelievably detailed, not just 
outside but inside as well 



It's refreshing to play 
a game with bags of 
versatility that doesn't 
require a degree in 
astrophysics, and 
is simply great fun! 
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BE view 



It’s not set in the Brenx, but yen wen1 last long in this tengh arcade beat-’em-up 
Guniierted tar uur tavonrBe platform by Sega PC. 








A prize of a Mars Bar to aoyone 
who cao tell oie what the hell is 
going on in the shot above 




here aren't too many decent 
1 beat-'em-ups available for the 
PC, and the few that are don't bear 
much comparison to the superb 
fighting games to be found on the 
various consoles, such as the classic 
Tekken 2, the new and highly acclaimed 
Street Fighter Alpha Dash, or the 
martial arts and weapons extravaganza 
Soul Blade. Something needed to be 
done to redress the balance, so this 
latest arcade conversion from 
Sega PC is a welcome addition to our 
gaming arsenal. 

With some well drawn Anime type 
characters and a suitably apocalyptic 
opening story of decaying cities and 
gang warfare. Last Bronx is, despite the 
title, distinctly Japanese in style and 
content. The eight fighters you can 
choose to play could almost be extras 
from Akira or Tank Police, and the Neo- 
Tokyo setting gives the game a definite 
Manga atmosphere. 




Chop socky and the sai (a sort of ninja stiletto), 

I always find the appalling translations and their special moves use these 

used in Japanese computer games when weapons in a wide variety of brutal 

they are released in the West terribly ways. With over forty special moves and 

amusing. I mean 'Radical Parking Lot' combos per character, you are never 

Over forty special moves and combos per character 


and 'Naked Airport'? Er, yeah... The very 
name 'Last Bronx' is something of a 
misnomer. The game isn't set in the 
Bronx, so I guess they just called it 
that to make it sound tough. I suppose 
'Last Neo-Tokyo' just doesn't have the 
same ring to it. 

Mind you, they could have called it 
anything at all, and it would still be as 
tough as you like. The fighters are 
armed with a variety of offensive 
weapons, mostly of the martial arts 
variety, such as the three section staff 



going to be short of a new way to 
inflict pain on your opponent. 



The fighting action in last Bronx is fast and furious, with plenty of special moves for each character. It may not quite measure up to Tekken 2, but it’s definitely the best you can get on the PC 
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Jump around 

The various gymnastic Leaps and rolls 
which the characters can perform are 
well executed, and look fairly smooth 
and natural, and most can be combined 
with kicks, punches and weapon attacks 
for some devastating combos. There are 
also a number of impressive looking 
judo-like holds and throws, some of 
them using weapons, which are also 
well handled, if you can summon the 
skill to pull them off. 

Like all good games, there are 
several control options, including 
joystick and four button game pad, 
but I found that it was at its best 
when played with the keyboard. It was 
certainly a lot easier to hit the right 
key combinations to activate the 
combos and specials when using big, 
finger-sized keys rather than trying to 
make my thumbs do all the work. This 
is probably the first time that a fast 
typing speed has been a useful 
combat skill! 


A bit guud 

The graphics and animation are pretty 
damned impressive, and while this is 
still strictly a two dimensional game, 
the character animations have a Lot of 
depth and three dimensional detail, 
and the large number of polygons 
used to create the figures gives them 
a well-rounded appearance. The 
backgrounds are also stylishly drawn 
with some nice touches, such as 
animated birds flying past, although 
there is an option to turn this 



animation off in the interests of 
playing speed. 

The game supports both high and 
low resolution options in eight and 
sixteen bit colour, and a rather neat 
function which causes the game to skip 
some of the animation frames in order to 
speed up the gameplay on slower 
machines. This could prove useful, as I 
found the action in the higher resolution 
640x480 mode to be a little slow, even 
on my P200. This is one game which is 
just crying out for 3D accelerator card 
support, and it is a great shame it does 
not have it. 

Beat that 

My console-toting friends from the 
office upstairs couldn't resist the 
temptation of trying out a new beat- 
'em-up, and came down for a quick 
Look at Last Bronx while I was running 
it at a medium speed and screen 
resolution. Bearing in mind they were 
talking about games on the 
PlayStation, their considered verdict 
was that it was a lot better than Virtua 
Fighter 2, but not quite as good as 
Tekken 2, and I would have to agree. 
However, while nobody could deny that 
Tekken 2 is a very good game indeed, 
/mfortunately it isn't yet available on 
the PC. Last Bronx is, and it's bound to 
win the fight when it's the only 
contender in the ring. Cliff 



a lady. Mind you, she’d only do the same to him 



The hig bloke with the rice flail has no manners at all. Didn’t his mother tell him that’s oo way to treat 





The girl in the pink top sure loves 
that deadly looking neck breaker, 
but oh man, what a way to gol 



Despite being a bit slow 
compared to some console 
titles. Last Bronx is the 
best of the limited number 
of beat-'em-ups currently 
available on the PC 
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ACTIVISION 


PUBLISHER 


PLAYERS 


U l he name's Bond, Brook Bond. 

n'ou too can enter the world 
of international covert operations with 
this in-depth and very fascinating 
game. You play the part of a 
government agent working for the CIA 
by the name of Thorn. Your job is to 
use your brains and training to 
uncover a plot to assassinate the 
President and reveal the truth about 
the killing of the Russian leader. As 
the plot thickens it tends to get a lot 
more involved and complicated! 

To help you with the case there 
are several avenues available - some 
extra operatives have been assigned 
to help you in any way they can, you 
have almost unlimited access to most 
of the intelligence agency's computer 
systems and you have a box of tricks 


Use all the new technology that 
this society has created especially 
for the espionage industry 


you may even have to go through 
personal records hunting for irregularities 
in people's habits or movements. 

The game is set throughout the 
world, so be prepared for travel as you 
will need to go from Washington to 
Russia quite often, and even further 
on occasions. I know one thing, it 
really helps if you can pronounce 
Russian because there's an awful lot of 
funny names in this! 

For a budget game it's superb! ■ 


called a PDA - a Personal Digital 
Assistant. The PDA is your lifeline. It 
is a very sophisticated 
communications device designed 
around the secret network used by 
the various agencies, and uses 
Intelink to send and receiving E- 
mails and get into the computers of 
the Bureau of Alcohol, Tobacco and 
Firearms, the Central Intelligence 
Agency, the Drug Enforcement 
Administration, the Federal Bureau of 
Investigation, the National 
Reconnaissance Office, the National 
Security Agency, and the United 
States Secret Service. It can also 
download all the newly breaking news 
items from the various news groups. 

Licensed to hurt people! 

What I like about the game is the fact 
that some good lateral thinking will 
solve most of the puzzles, given some 
time and a little patience of course. 
When the going gets really tough, you 
may have to use state of the art 
technology in your fight; like sound 
analysis to strip telephone 
conversations apart for vital clues, or 
manipulation of mix and match 
photographic clues to find your man - 




If you have ever felt the need to he a Bond - a James Bond -then this game was created solely to let your Imagination run completely wild 
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matters even more confusing, there are 
over sixty types of technologies available. 
These are listed under numerous headings: 
construction, power, chemistry, sociology, 
computers, biology, physics, and 
forcefields. Each advance in technology 
will take a certain amount of turns to 
complete, and once it is, it will open up 
further advances in that field. Defence is 
the next key item - in this barbaric 
universe you need to build a shedload of 
ships to protect your space, man! 

A thoroughly enjoyable game, with 
plenty to keep most gamers interested. -la 


The game is positively stuffed 
with playability, especially when 
you think about the price! 


all liataa LL 


_ I _ e-released as a budget title, 
ILLJI Master of Orion II is a veritable 
steal, with hours of gameplay, and a very 
in-depth control system. You play a single 
race of beings, out to generally dominate 
the universe and enslave the populations 
of distant planetary systems. There's no 
doubt - it's a huge game, encompassing 
sdentific research, huge interstellar battles. 


political intrigue, and the colonisation of 
unknown and undocumented worlds. There 
are thirteen alien races to choose from, all 
of them with some very unique, not to 
mention weird, characteristics. 

To start the game, you have control 
over one system, and have a colony on 
one of the planets. The next job is to 
decide what kind of research the scientists 
are going to indulge in, and to make 


U 've done two of the budget 

games this month, and I can't 
imagine two games more completely 
different. Given a choice I'd definitely have 
Spycraftl But even so, Hyperbiade is fast, 
furious, and contains numerous fatalities. 
(Scored a point there then!) 

The game is based somewhere 
between rollerball, (for those who 
remember that far back!) and a violent 
version of ice hockey. The object is to 
get the rok (puk) into the opponent's 


goal. This may seem reasonably easy, 
but I assure you, it isn't! 

To make it a touch more interesting, 
all the players are armed with a lethal 
blade weapon which will quite easily 
sever any limbs that happen to get in 
the way. The game is played in an arena 
commonly known as the Drome, which is 
basically an oval bowl with several 
objects scattered around like a turnstile. 
This bizarre device will spin round when 
passed through, and if there happens to 
be an opponent right behind you, then 
the razor sharp blades attached to it 
will have a field day. Or there's the laser 
hurdle - this little baby has a laserbeam 
mounted at about waist height between 
two posts. Yuk! 

The teams consist of three members: 
striker, defender, and goalie - all of 


which are mean mothers... if the game 
descriptions are correct that is. There 
are a good selection of ready made 
teams to choose from - Leeds Knights, 
Moscow t-34's, Munich Sturmnacht, New 
York Glory and Seattle Fur, to name a 
few. A great game if you don't mind 
severely outdated graphics. ■ 


Striking a balance to allow tor all possibilities 
is quite a trick, but well worth it if you can 


PUBLISHER ACTIVISION 


PRICE :£9.99 


PLAYERS 1-4 


It’S a very fast-paced game, only let down by the graphics which leave a let to be desired, but then again what do you expect for under a tenner? 
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Lufthansa 


U t is said that the original 
Pitfall helped to start the 
whole video game craze in the 80's. 
This newer twist on the story centres 
around a guy called Pitfall Harry - 
sort of an early Indiana Jones - who 
has now been succeeded by his son, 
Harry Jr. Harry Jr must now embark 
on a perilous quest in search of his 
father. There are thirteen levels to 
play through in this platform game, 
comparable to say Earthworm Jim in 
overall quality and addictiveness. 

The animation is fluid and 
beautifully designed in this 2D arcade 
game with 256 brilliant colours. The 
controls are nice and simple, just the 
arrow keys 'Q' for the whip, 'W for 
jump and 'E' for shoot. The gameplay 
is quite fast and there are always 
plenty of animals waiting to attack, 
from hanging snakes to cheeky 
chimps and wild boars. Players will 
see luscious jungles, sparkling 
waterfalls and there are mines and 
ancient temples to explore. 

As a Win 95 game this is excellent 
platform fun. Good sound effects and 
graphics make the game even more 
enjoyable, so if you can't be bothered 


to pay full price for something like 
Earthworm Jim 2 or Pandemonium, 
then this could satisfy the need. ■ 


Watch out for the soake io the 
grass aod also the wild hoar, 
quicksaod and monkey business 


Platformers will he in heaven with Pitfall! 


blocks to symbolise hangers and terminals, 
but there is more to see here. 

As you would imagine by the title, 
you have your fair share of 747 aircraft 
to pilot. It is difficult to tell exactly 
how different each one 
flies, but you do at 
least get the livery 


changes for Air Canada, United Airlines 
and the Condor B747-230 along with 
the German types too. 

This is a fine addition to either MS 
Flight Simulator 98 or the older edition 
MS Flight Simulator 95. ■ : 


U his add on for MS Flight 

Simulator 98 has been developed 
by a German pilot from the airline 
Lufthansa. Andreas Herbst has helped to 
provide videos, photos and technical 
information on the now aging, but still 
well-used Boeing aircraft. The original 
game featured only American airports 
which many people in Europe were 
disappointed about - it seems to be a 
recurrent problem with flight simulators 
recently. Eidos' Flight Unlimited II was 
ironically limited to San Francisco's Bay 
Area, and only recently have Sierra begun . 
working on a European addition to their 
flight sim Pro Pilot, so it is good to see 
two major German airports and four French 
Riviera terminals being featured in this 
game. These airports are quite detailed too' 
- often games simply feature a few grey ‘ 


Expect to see the amaziogly^H 
accurate cockpit arraogemeot for 
the Boeiog series places in Ml 


This add on pack for MS flight Simulator SB gives players some detailed new European airports 
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been released on a budget Label 
than on The Coundl Wars, ■ 


I Y ■ e awarded the original Dark 

Colony 94% back in issue 1, so 
the prospect of an expansion pack 
containing new units, new terrain and 
extra levels was exciting to say the least. 
After watching an extremely nice intro 
sequence I was surprised to see that the 
menu screen doesn't include a training 
mode - obviously players of The Council 
Wars will already be familiar with the basics 
of Dark Colony, but I think it would've been 
nice to have a chance to experiment with 
the new units before being expected to 
lead them in the heat of battle. 

As players of Dark Colony will know, 
the enemy AI is some of the best ever 
seen in this type of game, and their 
relentless attacks make Dark Colony much 
more challenging than certain other 
games I could mention. With The Coundl 
Wars this is just as well because there are 
only actually eight extra missions for each 
of the races - and I'm afraid this is where 
I have a problem with the package. New 
missions and units are always welcomed 
by players of this type of game, as the 
Command & Conquer series has shown, but 
in the case of The Coundl Wars I just don't 
feel that it contains enough original 
material to really warrant buying it. 

Sixteen missions, a rather pathetic two 
new units, plus a new indigenous species 
and a few token graphical touches - I 
wouldn't have minded as much if these 
were compatible in a multiplayer game, 
but once you've finished the sixteen 
missions you might as well stick your 
expansion pack up in the loft. 

If you're a huge fan of the original I 
can't pretend that you won't enjoy this, 
but I'd suggest that your money would 
be better spent on a full game that's 


Whatever else I’ve said about The Cauncii Wars, you’ve got to admire the explosioos! 
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DiyitalEntertainment 

Welcome to another Gollection of multimedia reviews. Babylon 5 fans are catered for this month, as 
are as those wanting to learn French and people in search of fun desktop games. 
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■A DIMTAL vma AIKtSVI [ 

Uputenont Oovid Corwin is an ofncEr in tim Earttt Alltan^ iniNtary. He wrved j 
the Reaietance durina the recent Earth Alliance Civil War and la cunently worhl 
n Earth Alliance and the biterateilo' AtHanee an Bidiylon 5. 
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PLEASE CSC Tl« Babtom Syatem TO COVTACT SOMEOME 
aiRECTORV BACH MAIN EUIDE QUIT 


THE OFFICIAL GUIDE TO BABYLON 5 


Sierra 
Price: 13.99 
91199 209109 

I 0 be quite honest with you, 

■ IVe never watched a whole 
episode of Babylon 5. Don't ask me 
why, but it may be because I hate 
Star Trek and it's stuck in my head 
that Babylon 5 is the same kind of 
thing (please, Babylon 5 fans, please 


don't mail me attempting to defend 
your favourite TV programme. I'm 
simply not interested). 

Anyway, I was willing to give 
the Official Guide to Babylon 5 CD 
Rom a blast and was not 
disappointed in the slightest. 

Before you can actually access 
any information, you will first have 
to choose your guide. This is 
pointless and just for effect. Then 
you will see a main screen with 


EMEREENCY EVACUATION PROCEDURE 

r 

' WHEN YOU HEAR A WARNING SIREN, 

I PLEASE PROCEED IN A 

CALM AND ORDERLY MANNER 
TO THE NEAREST EVACUATION POD 



WA^NINE SIRENS 

I OECaMPRESSION GRAVITY LOSS FIRE INFESTATION | 

I MEOICAL EVIERBENCY POWER LOSS REO ALERT 


ESTATIO^ 
ALL 1 


EMERbENCV 


MAIN BLHBE QUIT 


' The fTneat restaurant 
on Babylon 5. Besides 
its extensive itiaru of 
many fine dishes. 

Fresh Air also offers a 
' unique dining experience 
on the station; the dining 
I area Is open to the core. 







Allen Sector m 

* Banquet Room ■ 

Bazaar 0 
Casino ♦ 

^ C'n'C ^ 

* Concourse = 
Conference Rooms □ 
Council Chamber ^ 
ijU'; Dark Star • 

. \ ■ ‘ *' Docks A 

^'thouglsDougout • 
fearhart's • 

• V Eclipse Cafe • 
TBototto the Ba r • 

Fresh Air ej 
< Barden o 
f ^ ImfnlgratlorV 


Passenger Lounge □ 
Info.Services c 


f 


PLACES TO GO 


BACK MAIN EUIDE DU IT 


several boxes flashing away. These 
are: Ah-Puc's Weapons, Government, 
Places to Go, Emergency, Ships, 
Directory and Babcom. Of course, 
some of these are better than 
others. For example, the Ships 
section is excellent, providing a lot 
of literature on each of the craft in 
the show, plus there's video files of 
them in action. The Weapons area 
wasn't as impressive though, just 
showing movies and no text 
whatsoever. Emergency is one of the 
more fun areas, and to be quite 
honest I thought that it was a bit 
of a joke. You are able to press 
various buttons to sound the 
different alarms such as Fire and 
Red Alert. The end button even 
gives you the chance to sound them 
all at once. Hmm. 

In addition to all of the 
information provided on the Official 
Guide to Babylon 5 CD, fans are also 
given a limited-edition, enhanced 
music CD by Christopher Franke. The 
CD also includes interviews and a 
preview of the Babylon 5 game which 
is due to be released this summer. 

This is a great, well priced 
package for Babylon 5 fans. Chances 
are though, a lot of fans will get it 
anyway, purely for the fact that it's 
based around the show.B 









Use this screen to delve into one of the many 
sectinns. Whether you want tn iearn about 
Babyion weapons or ships, it’s ali here 


VEODICT 


An essential purchase 
for Babylon 5 fans 
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Asterix is here to help you learn 
French. It’s quite an interesting 
package. Very colourfni 


ASTERIX 

Enrotalk 
Price: 629.99 
9900 0I025S1 

W or those who know the 
" _ basics of the French 

language, our favourite French 


cartoon character, Asterix is here to 
help you further your vocabulary to a 
higher level. This was only clear from 
reading the back of the box though, 
as the front says, "Learn French with 
Le Fils d'Asterix" which indicates that 
it's for beginners - so note that you 
need to know French to a certain 
level before you can make use of 
this. Otherwise you will find that 


when you come to loading it up you 
will not know which buttons lead to 
what, as they're in French. 

The presentation once you get 
inside is, of course, very colourful. 
You can use some of the buttons to 
be given an introduction and then go 
on to start learning. A part of the 
package is intended for you to record 
yourself repeating the text on the 
screen and another allows you to 
make a movie, giving yourself a part 
at the same time. A quiz also adds to 
the fun. 

If you're not too keen on learning 
French, but would like to educate 
yourself in another foreign language, 
Spanish, German, Latin and Italian 
CDs are available. Or, if you don't 
even know how to speak your own 
language, why not give the English 
one a whirl? 

Overall, the French version is 
nicely presented, it's especially good 
for the youngsters who have already 
learnt the basics, and with two CDs, 
it's good value for money. ■ 


VEROICT 

Tres bon! And for those 
of you who don't know 
- very good 

8 

0 


DILBERT’S BESKTOP 

9reamworks Interactive 
619.99 

9345 992999 


W orget Batttezone, Quake II, 

* Actua Soccer 2 or Blade 

Runner, why not spice up your desktop 
with Dilbert, who has now brought a 
selection of games to the PC? 

Despite the initial spurt of sarcasm, 
these games are actually quite fun - if 
only for a short amount of time. They 
range from being able to catapult people 
to parts of the world to save on air 
expenses (Elbonian Airlines - it's 
excellent!) to ensuring pink slips don't 
build up by destroying your bosses' 
heads. Although this may sound violent 
and bloody, it's actually not at all and is 
definitely suitable for the younger gamer. 

Quite a few of the games are in the 
style of old classics such as Space 
Invaders, but are of course quite a lot 
more humourous to say the least. 


VERDICT 

Good for when you're 
bored, nothing more 



GAMES 

Watching as Dilbert is fired out of a 
cannon and whacked onto your desktop 
is really quite funny - although, as you 
can appreciate, the novelty soon wears 
off and after half an hour of constantly 
playing, you really do get bored. And 
that's probably why it's best to take the 
games in short bursts. You know, if 
you're getting bored whilst downloading 
something, or are fed up of typing for a 
while, it makes a nice change to play a 
couple of these games now and again. 

The presentation is really quite good, 
and the sounds which blare out when 
you start loading the games are quite 
over-the-top and funny, whilst Dilbert 
also makes for an ideal character. 

For the same price you could of 
course buy a game which is going to 





give you hour after hour of gameplay, 
but then again, that's not the point of 
Dilbert's Desktop Gomes is it? ■ 


Gather around the table and move 
vital papers away from yourself 


Some of Dilhert’s desktop games are really quite hilarious. However, they’re not the kind of games you’d play for hours on end 
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what a small selection of them had to say... 


Always read the label 

Dear Sir, 

Lilly daughter purchased Volume 1, Issue 5 of 
your magazine recently and with it came a free 
demo CD. Unfortunately the demo CD did not 
operate via my daughter's Sony PlayStation and I 
should be grateful if you would kindly send her a 
replacement copy. I have checked that the 
PlayStation is operating normally with all my 
daughter's other CD games. 

I look forward to hearing from you shortly. 

Yours faithfully, 

P.Willis, Kent 

Thanks for your letter Mr Willis, unfortunately 
there's very little we con do for you os Ultimate 
PC is a PC gomes magazine. We'd like to think 
that the very name of the magazine makes this 
quite clear. Nevertheless, you've obviously mode 
a grave mistake, so if you send the magazine 
bock to us we'll gladly swap it for a copy of one 
of our PlayStation magazines. One word of 
warning: in future we recommend you look out 
for magazines with 'PlayStation' in the title, 
rather than 'PC'. 

f he widow maker 

Dear Sir, 

n 

■Jl am at my wit's end and hope that this letter 
will be read by a Miss Lara Croft. 

I thought my boyfriend's crush had ended when 
he finished with you in April last year. However, 
I've discovered that the relationship has recently 
been rekindled and he seems to prefer your 
company to mine again - especially since you've 
grown the ponytail and had the boob job. 

So what does he see in you, apart from a figure 
to die for, speedboats, athleticism, artillery skills, 
snowmobiles, and adventures beyond his wildest 
dreams? Bet you can't cook, and I expect you've 
never even touched a Hoover. 

Do me a favour Lara, find the Dagger of Xian, 
plunge it home and let things get back to normal. 
Alternatively why not find a boyfriend more in tune 
with your own demeanour? I hear Buzz Lightyear 
isn't too fussy. 

Yours faithfully. 

Miss Julie Garrett, Cleveland 

Sorry to hear you've become another PC games 
widow Julie, believe us, you're not alone in your 
suffering. It seems that the athletic Miss Croft has 
caused quite a few acrimonious break-ups. And it 
looks like there's going to be little chance for 
reconciliation either, what with rumours abounding 
that Core Design ore going to release a third Tomb 
Raider adventure! 



A look at this year’s oiosl 
promisiog new titles 



1 Li 



Pucker up 

Dear Sir, 

U want to raise a point that you may disagree 
with. In the short piece of information in 
Penultimate where you give the address, etc. you 
clearly state, and I quote, "and we don't mean 
letters that kiss our arse." The reason I tell you 
this is that I have yet to see a letter that hasn't 
kissed your proverbial buttocks. 

You only seem to print letters from people saying 
how great the magazine is and stating the exact same 
qualities of the magazine that have been said by tens 
of writers before. Isn't there anyone out there with 
true and valued points other than arse kissing? 

Don't get me wrong, I don't want to put a 
dampener on things. The magazine is great and 
I hope you achieve every success, but how 
about writing something interesting for a 
change and letting the boys get on with making 
an excellent publication? 

And I was just wondering, any news on C&C: 
Tibehan Sun? I'm sure I'm not the only one who 
can't wait for it. Keep it up. 

Yours faithfully, 

J Boreham, Middlesex 

We know there's been a lot of letters from people 
writing in with compliments over the last few 
months, but these were included simply to reflect 
what the majority of letters we received were 
saying. It seems that a lot of people hove been 
unhappy with other PC gomes publications for 
some time and the launch of Ultimate PC invoked 
on amazing response. You ore certainly right in 
what you hove said though and we'll try to ensure 


there's more balance to the letters we print. We'll 
need help though, so if you hove any comments 
to make, any suggestions, criticisms, or views on 
the magazine (or any other topic) then write in 
and let us know. 

As for news on Command and Conquer: Tiberian 
Sun, very little has been offtciolly announced, although 
we con tell you that the gome will adopt a first-person 
perspective similar to that seen in Battlezone. We 
should hove more information for you soon. 

3D Confusion 

II 

■jBhank you for what has so far been an 
enjoyable, informative magazine at an affordable 
price - no hype, just the facts. 

I am, however writing to pick your brain further 
on the Graphics Cards article featured in issue 
number five. The article, while informative, failed 
to point out whether there were any benefits to be 
had from choosing a PowerVR card over a Voodoo 
Chipset card or vice versa. 

As is the case with Sony over Sega, I'm sure 
one of the current chipsets will have to bow to the 
popularity of the other in time, and any indication 
on your part whether this is already evident could 
save a lot of readers wasting their money. 

I am considering a subscription to your 
publication, so are you planning at any time in the 
future to offer a full price game for subscribers 
instead of reducing the subscription price? This has 
been done successfully in many console magazines. 

Keep up the good work. 

Stephen Maxfield, Warwickshire 

No 3D chipset has yet established itself as the 
industry standard, but in terms of software 
support, 3DFX's Voodoo chipset is certainly the 
most widely supported and is probably the safer, 
long-term bet. However, both 3DFX and Videologic 
are working on new, improved chipsets which 
could blow the whole race wide open again. We 
hope to have a report on both of these in the 
near future. 

You've raised a good point in mentioning the 
free game with a subscription offer, hove 
looked into the idea and are still keeping our 
options open, but our main concern is to keep 
the subscription price os low as possible. We 
know other magazines give away 'free' gomes, 
but if you look at their subscription prices and 
ours you'll soon realise that the games are for 
from free! 

Youngest reader? 

Dear Sir, 

Elust thought I would write and let you 
know what a good choice I made, considering I 
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don't know much about computer mags Let 
alone computers. 

I invested in a computer at Christmas knowing 
it is an expensive hobby. We thought we would get 
a mag to give us any guidelines and tips we may 
need. It was the first issue of any computer mag 
we had bought, which was issue five. We learnt a 
lot from it. One big consolation to us were the 
secrets to Tomb Raider II as I had never completed 
the course until purchasing this mag. Another 
great thing that struck me was the demo disk, as 
we found we have already wasted money not 
knowing what we had really bought. I have already 
been out and purchased the Speedboat Attack game 
which was a great success. The whole family have 
learned such a lot at such a little price. 

One reason I picked your mag was for the price, 
as I only get £1 a week pocket money so it was in 
my price region. Not only that, but it wasn't one of 
those real big fat ugly mags, which you would 
easily become bored with. I found yours very 
bright and colourful which made it more enjoyable. 

Yours faithfully, 

Rebecca Coe (Age 11), North Humberside 

Thanks for the letter Rebecca, and it's nice to hear 
you're pleased with the magazine. It's interesting that 
you picked up on the design of the magazine as this 
has been something we've worked particularly hard 
on. Since the initial conception of Ultimate PC, we've 
wanted to ensure that the magazine looks as exciting 


and lively as the games covered within its pages. 
Hence, as you pointed out, the bright, colourful 
design. As far as we are concerned a magazine must 
look as good as it reads, and we hope this is 
something we have achieved with Ultimate PC. 

It wasn’t us guv... 

Dear Sir, 

Dust what prize does the writer of each 
month's Star Letter win? That's what I want to 
know. Issues two, three, four, and five said 
'There's a free software bundle in it for the best 
letter each month.' Issues three, four and five 
have also said 'We're offering a copy of the 
delectable Worms 2 for the writer of each 
month's Star Letter' 

I am the writer of the Star Letter from issue 
four (Mortgage Mayhem) which was published in 
November. What have I received as my prize? 
Nothing. Not a sausage. Zilch. 

So what is it to be? A software bundle? Worms 
2?. A software bundle and Worms 21 Are you 
waiting for Worms 2 to be released on a budget 
label before sending them out? 

Yours in expectation of a delivery, 

Simon Cripps, Darlington 

Apologies to you Simon, and everyone else who 
has become confused by the different prizes 
offered on the Penultimate page. Quite simply it's 





Fnntball Crazy 

Dear Ulhmate PC, 


lirstly, I would like to say that your 
magazine is excellent, comes with first class demo 
: disks and all for a great price. I have just bought 
issue six and the price had gone up to £3.95.1 
hope this won't continue rising to £4.99 because 
that is a bit too much to pay for a magazine. 

Secondly, thanks for the first part of the 
' Tomb Raider II solution which has really helped 
r me when I have got stuck. 

Thirdly, I wish to know what is the best 
football management game in your opinion, 

lull A mHII 


pif^PLus 


■■ iaving teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 has 
been reviewed this very issue and thanks to its 

improved graphics, superb gameplay _ 

and riotous multiplayer mode scored a 
well deserved 92%. For the authors of 
the other letters printed each month 
there's a free title from Microprose's 
PowerPlus range. % 

Please remember to send your 
address whenever you write in so that 
we can ensure that those who have a 
letter printed receive their free game. 


because there are so many and I don't know which 
to buy. I have also only ever played one demo of 
one game {Championship Manager 97/98) so I 
don't know how good some of the others are. 

And finally, I saw the First Sighting of Plane 
Crazy in issue two and it looks to me as if it will 
be a great game. I hope you think the same, and 
could you put a demo of it on a future disk so I 
can see if it really is as good as it looks. 

Yours sincerely, 

Neal Gardner, Essex 

Thanks for the letter Neal and don't worry, the price 
shouldn't go up any more! We agree that £4.99 is 
asking too much for people to pay for a magazine, 
and that's why we've made a commitment to 
keeping the price as low as possible. Unfortunately, 
production costs being what they are, it was 
impossible for us to keep the magazine at £3.50, 
but the magazine seems to be doing well at £3.95. 
Anyway, on to your other comments. 

We're pleased the Tomb Raider solution 
helped you out, it's certainly a tough game to 
crack, and as far as football management games 
go. Championship Manager 97/98 is 
as good as they come. However, if 
you want to try a different one, 
then Ultimate Soccer Manager 98 
(which we'll be reviewing next 
month) is looking good and should 
hit the shop shelves soon. As for 
Plane Crazy, we've got a two page 
preview in this very issue and hope 
to have a playable demo and review 
for you in the next couple of months. 




a mistake on our part. The 'software bundle' 
should now read 'Worms 2' and you'll notice that 
at the end of this month's letters we have rectified 
the mistake. As for not receiving your copy of 
Worms 2, your name and address has been passed 
on to the relevant people, and by the time you 
read this you should have your prize. 

Sharp cards 

Dear Sir, 

Q have just decided to take out a subscription 
with your magazine as it is a really good read. 
Having received Tomb Raider II for Christmas, your 
walkthrough has proved excellent and I look 
forward to part two. 

I would also like to commend you on your 
excellent articles on graphics accelerators. I 
held off buying one knowing you were writing 
about them this month and I'm glad I did. 
Subsequently I purchased a Diamond Viper 330 
which is really fast, and since their Monster 3D 
is currently out of stock, I bought the Orchid 
Righteous; it certainly lives up to your review. 
Thanks for the enjoyable read. 

Sincerely, 

P.J. Beard, Gateshead 

Glad to hear you like what you read, and it's nice to 
have you on board for the next year! 

Best in the world 

Dear Ultimate PC, 

U am a South African working in Belfast for a 
couple of months. In need of some reading matter, 

I went into a newsagent and discovered Ultimate 
PC. Your publication had two effects on me: 

It left me a) eagerly awaiting the next issue, 
and b) itching to get home to my PC. 

This presents a possible conflict and brings me 
to my question: Is Ultimate PC distributed 
worldwide? I see that it says, "The UK's best 
selling PC games magazine" on the cover, but 
maybe it says "S.A.'s best selling PC games 
magazine" in South Africa, eh? 

Thanks for the great entertainment, 

Alex Hay, Belfast 

P.S. Thanks also for not being facetious when 
replying to reader's letters. Some PC magazine 
writers are, and it drives me nuts. 

Sorry to disappoint you Alex, but you won't find a copy 
of Ulumate pc in South Africa. We send copies out to 
Europe and America, but nothing to the south coast of 
Africa. However, we can do you a subscnption. Turn to 
page 138 and you'll find out more details there. 

Join the cluh? 

Dear Ultimate PC, 

Dave you noticed that the price of PC games 
nowadays is slowly creeping up, almost to 
PlayStation levels! Recently I have purchased the 
game Staifleet Academy. Gameplay? Excellent. 
Graphics? Brilliant. Price? Not so brilliant! No matter 
how good the game is, £35 is just too expensive. The 
only cheaper way to get games is to a) wait until 
they drop in price, or b) join one of those clubs. 

Now I don't want to sound annoying, but 
software clubs put constant pressure on you. 
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Letters 


saying "buy this," or "buy that," and you're under 
an obligation to buy something, even if you don't 
want to! 

I'm sure that many Ultimate PC readers have the 
same problem, so do you have any suggestions? I 
know I'd welcome them. 

Is there any sign of Little Big Adventure 3 yet? 
I'm eager to get my teeth into some more 
Twinsen adventuring. 

Other than that, all I have to say is that you 
have produced the first good quality games mag at 
an affordable price. I know that I'm going to carry 
on buying Ultimate PC! 

Simon Kaye, Herts 

The price of PC games is certainly high, but 
compared to Nintendo 64 and PlayStation games we 
still get them relatively cheap. V\le all have to accept 
though that the days when you could pick up a 
game for £9.99, (or even £1.99 for those that 
remember the days of the Commodore 64) are long 
gone. Production costs for today's games are so high 
that software companies have to charge these prices 
if they don't want to go bankrupt. FIFA Road to 
World Cup is a perfect example; Electronic Arts had 
up to 60 people working on the game for over 
twelve months. Add the wages to all the costs, such 
os advertising, promotion, packaging and so on and 
you can soon start to imagine the kind of collateral 
that these companies have to recoup through sales 
if they want to break even. As for Little Big 
Adventure 3, nothing has been announced, but it 
wouldn't come as a surpnse to hear that Delphine 
were working on another adventure for Twinsen. 

Price rise anguish 

Dear Ultimate PC, 

H'm going to start off with a bit of a rant: Your 
magazine started off as a well deserved best seller 
due to its brilliant content and recommendations, 
but mostly due to its excellent £2.50 starter price. 

Of course, the price understandably went up to the 
reasonable price of £3.50, but was still the cheapest 
magazine on the market. You PROMISED the price 
would remain the same, but lo and behold, the price 
rose to £3.95 in its fifth issue! You may still be the 
cheapest magazine available, but with the broken 
promises and not even a mention in the letters 
section (where two people congratulated you on the 
price) you never explained why it had gone up. Fluh! 
Sorry, but one little apology isn't enough. 

Rant over. I want to share the way I am amazed 
how rapidly computers have improved over the years. 
When you think about the text adventures that were 
the first games to appear you may well think "Welcome 
to sucksville, folks." But they were in fact very good - 
I still play then for the pure descriptiveness of the 
environment you're in. Still, advances in technology 
were huge and the first graphics games appeared, in 
glorious CVA and with awful sound. Sound cards came 
along and everything improved, right up to the present 


If you have comments, queries, or even complaints 
about the magazine, games or life in general, then 
write to us at Penultimate, Ultimate PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP and let us know. There's a free copy 
of Worms 2 for the Star Letter and a Powerplus game 
for all other letters printed. 


day. We now have Quake II, Tomb Raider II, MDK, and 
titles like Half-Life, Daikatana and Darklight Project. 

1998 could bring some of the greatest changes in 
PC technology. Beware ye consoles! 

Richard Broderick, Essex 

Sorry about the price hike Richard, we know we 
have let a lot of people down after promising to 
keep the magazine at £3.50, but it really was 
unavoidable in the end. Anyway, let's not keep 
dwelling on the past, but look to the future. A 
future which, as you point out, is looking 
incredibly exciting. There's some breath-taking new 
games in the pipeline (we took a look at a few of 
them last month) as well the looming release of 
several new technologies. Not least of these will be 
the release of 3DFX's new powerful chipset which 
we hope to take a look at soon. 


Price war 

Uirstly I am writing to congratulate you on a 
thoroughly well put together and readable magazine. 
It is the only computer mag I buy as your reviews 
are easy to understand and the features are great. 
Despite this I am annoyed at the prices we are 
expected to pay for the latest games, some of which 
you have no guarantee you will like. The big game 
producers complain and rant on about game piracy 
which is bad, but maybe if the prices were lower 
there wouldn't be that temptation? Finally I have 
some questions I'm sure you can answer 
Will there be a Dark Forces 31 
What's better Tomb Raider II or Quake 21 
Which should I get. Civilization 2 or Dark Reign? 
Ryan Simpson, Penarth, S. Wales 



Tomorrow Never Dies 


You're the second person this month to make the 
point about the cost of games and for our answer I 
refer you to the letter titled 'Join the club?' As for 
your other questions, the answer to the first one is 
that we expect there will be, but Lucasarts have 
announced nothing yet. The 
second question cannot really 
be answered as the two 
games are both excellent 
and it's really down to 
personal preference. If you 
like platform adventure 
games then Tomb Raider II 
is as good as you'll get, but 
if you like a bit more action, 
then Quake II is the one for 
you. In answer to your last 
question, there's no contest, 
buy Civilization II as Dark 
Reign is just an average real-time 
strategy game, whilst Civ 
II is arguably 
the greatest 
game ever! 


was wondering if you could tell me anything 
more about the PC James Bond game because I 
saw a little snippet of info on it in issue 4 and 
being a huge Goldeneye 64 fan I was just itching 
to know more about it. 

Sonny Bennett, Surrey 


M/e haven't got any news for you on Tomorrow 
Never Dies at the moment Sonny, although if you 
check out next month's issue we hope to have a 
full low down on it then as one of our intrepid 
reporters is flying stateside to take a look at it. 
What we can tell you is that Electronic Arts have 
recently signed a deal with it's developers, MGM 
Interactive, giving them the publishing rights to 
several of the Hollywood giant's forthcoming 
products. Tomorrow Never Dies included. 


Home improvemeots 

BJ think that there are a few tiny 
improvements you could make to Ultimate PC. 
One of these improvements is that I believe 
you should actually give budget reviews a 
percentage rating - although only for 
games, not the add-on packs. It would also 
be a good idea to do a top 100 games ever 
or a top 10 games of the year chart, 
although I realise it's probably too early 
for you to do this at the moment (seeing 
as you've only been around for about five 
months) and also to have the possibility of 
giving the readers the chance to vote for their 
top games not just you doing it. 

Stuart Croft, Herts 


Thanks for the letter Stuart, it's always nice to 
hear reader's points of view. Where the budget 
games are concerned we felt that a value for 
money rating would be a fairer way of 
representing the difference in quality and price 
of the various games we reviewed. As for 
your idea of a list of the top 100 games, 
well this is something we may look at in 
the future, but there's nothing planned 
yet. Still, we were halfway there with 
our recent Reader's Awards survey 
which revealed the top 50 games 
of 1997. 
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^ Yes! Please rush me a copy of The Pocket Book of PC Solutions Volume 2-the price of £10.99 per book includes P&P 
Please return this coupon together with your payment in a sealed envelope to the following address: 

PC Solutions Volume 2 Book Offer, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, Devon, EX4 4ER 

All prices include postage and packing 

METHOD OF PAYMENT 

□ Cheque (made payable to Rapide Publishing) 

Ndirid: . □ Postal Order (made payable to Rapide Publishing) 

Address: . Please charge my credit card: \I\Visa □ Access 

Card No: □□□□ □□□□ 

. □□□□ □□□□ Expiry Date: . 

Number of books required: PC Solutions Volume 2 . 


Postcode: . 

Signed: . 

Please allow up to 28 days for delivery. 


.Telephone: 


Total amount £. 

Signature: . 

Date: . 
















































































ith the sheer lack of 
boMd titles over the . 
Christmas it has . 

meant I hay<fr had^lo 
change the multiplayer 
^ reviews this month. In a 
> way though this was tfiilte 
good, giving me ^lisnce 
to try out different types 
of multiplayer^games — 
the ones which are free to 
downlgad from the Web 
and thVn don't cost to 
play. It's really quite 
amazing how these types 
ef games have taken eff 
lately* Many companies 
afe being very creative 
apd still not chargln^for 
their product. Okay, fo 
you may not have amazing 
3D graphics, but some of 
the titles are just as fun 
to play as full price 
; games. Acrophobia 
(reviewed this ish) was a 
fine exaniple and proved 
so addictive it had me 
working after work to go 
up against other gamers in 
humoprous word contes 
My feature this month 
looks at how Cyber Cafis 
across the country can be 
used to play multiplayer 
games. Espedally if ypu^. 
not fortunate to have 
access, you can play 
other gamers from all 
around the world and have a 
nice cup of Wffee at 
same time. 

Anyway, enjoy the 
section and I'll see you 
again next month. 8e sure 
to email me with any 
con^ments or questions 


SimonJLoveU 
simonISrap1de.co,ttk 


If All aroun^ ^ country. Cyber Cafes are out to give those without Internet access the chance 
^ to experlihce the mediu|fi|«,|Jgwever, in more recent timi, seem to be a popular 
choice. We find out what Q^er Cafes have to offer thos#without Internet or UN access. 


REVIEWS/PREVIEWS 122 

Ylw have to reach for your pocket and spend money to play online games. This 
mort^ we review a selection of Internet games which are both free to downloadsnd play. 


CVRERSPARE 124 

Both software companies and fans of PC games launch liome |i^6$ on the^Vlteb. So, if you 
have Internet access and a Web browser, why not log onto som^ of this month's reviewed 
sites to see what they have to offer? 


WIl/A' fc. 

http://www.playsite.com 




njjtFgpjjJ 


or those 
I people who 
prefer to play online 
games of the classic 
variety, it's well 
worth checking out 
Playsite at 
www.playsite.com. 

Currently the 
games supported 

include Backgammon, Checkers, Chess, Concentration, Go, Reversi and Hearts. 
Fortunately there's no filling out forms to register. Nor are there large files to 
download as the services uses Java. 

To play, the minimum requirements are a 486/66 with 16MB Ram, a 14.4 modem 
and Internet connection with a Java compatible Web browser. ■ 


mLlL[LL(.Li; 11 
nib Lib/ii 

http://www.heat.net 

o 

egaSoft have managed to gain 
the exclusive rights to two of 
Activision's biggest titles of the year, 
for it's online gaming service, Heat.net 
(www.heat.net). 

Battlezone, the real-time 
action/strategy game reviewed last 
month is already available and Sin, the 
company's big first-person shooter is 
due to arrive later on in the year. 

A collection of special promotions, 
tournaments and online events will be 
launched to coincide with the deal. ■ 


IHSAT.NE^ 


Multiplayer gaming cgntinues tg he a popular nptinn fur PC nwners, 
and as always we bring ynu a selectinn nf news, reviews and previews. 

You can also find out how Cyber Cafes can be useful in this month’s feature... 
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O new online game could set new standards if everything 
goes according to plan. FireTeam is currently being 
developed by Maltitude and is a an action/strategy game, focusing 
on communication. 

The game will allow up to eight players to take part in action 
within isometric environments (jungles, urban areas, offices 
etc.), four players being on each of the two teams. Players will 
be able to wipe out their opponents with various weapons such 
as rifles and grenades. The strange part of this is though, is that 
the game is going to be bundled with a microphone and speaker 
headset. And it's with this that Maltitude hope to push online 
gaming to another level. 

Percentages meters have been implemented, which provides 
details on what kind of chance you have of hitting your enemy. 

Games are expected to last between five and ten minutes. ■ 




O new Web browser based game is soon to hit 
the Net. Going by the name of UltraCorps, 
the strategy title invites hundreds of players to play 
the game in the bid to dominate the universe. 

The game is set to be turn based with players 
commanding different alien races, developing new 
technologies and weapons. Then fleets can be 
dispatched to take over rival planets. Their 
resources can then be turned into useful materials 
required to grow their own empires. 

Complete with amazing visuals (that's what 
we're told), UltraCorps sounds like its worth 
waiting for. ■ 




LrCl^Lil^iiLf mi 




http://www.zone.com 


icrosoft's latest 
Internet playable 
game. Fighter Ace has 
recently been made available 
to play in the Internet 
Gaming Zone, the company's 
online gaming service. 

Fortunately the game can 
be downloaded from the site, 
and then for one day members 
to the Gaming Zone (free) are 
able to play for a trial period. 

After that, it's a case of 'pay 
when you play.' 

Budding pilots are able to 
battle it out in the skies with 
Fighter Ace, which hopes to become more popular than some of the other 
flight simulators which can be played over the Internet. Fighter Ace 
though has been designed specifically for gamers to play online, and 
that's where Microsoft have the edge over competitors. We hope to bring 
you a review of the game in next month's issue. 

Further details can be found at the Internet Gaming Zone which can be 
located at www.zone.com. ■ 


The artwork above looks troly bizarre to say the least. Hopefully the game.will be too 
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a major feature. Chances are, if the cafe 
you're visiting brews a good cuppa, it's 
worth staying for some Net action. 

The multiplayer world is such a big 
business now, the majority of Cyber Cafes 
allow their users to play games, whether 
it's over the Internet, or Local Area 
Network (LAN), which is a faster method. 

Over 50 Cyber Cafes can be found in 
the UK, each offering various services. 

Block bookings for big gaming sessions can 
also be made, so gather a load of mates up 
and prepare for some serious action. 


you go. There's no installing games or 
finding technical problems, and if you do 
have problems, just call over a technician. 
Food and refreshments are also usually on 
offer, with coffee 


■ I H ot everyone is able to experience 
multiplayer gaming. Let's face it, 
you've just bought your £1000 PC, you've 
got a few games, and to upgrade so that 
you can play multiplayer games is going to 
cost you another £200 at least. You need a 
modem and then Internet connection, 
which will now set you back around 
£10 per month. If your only 
intention is to have a bash on 
Quake against other people M 

every now and again, a good 
idea is to visit your local 
Cyber Cafe, where they'll 
provide all of the 
equipment to get you 
playing, have decent 
machines for you to 
play on and it's also a 
good social atmosphere, 

All you need to do is hand 

over your money and away ^ 


Obviously, if you have a PC at home with 
access to the Internet, it's not really cost 
effective to go to a Cyber Cafe. However, 
if you haven't and are interested in 
playing some multiplayer games, fancy 
k winning some prizes and socialising 
with other players, it's obviously 
k ▼ going to cost you money. 

A half-hour gaming 
session (or if you just 
^ want to use the Web) 

Jjk will usually cost between 
£2 and £3 depending on 
^ the cafe. If you're a 
r student though, or are 

young, chances are you'll 
be able to get some kind 
of discount. ■ 


The finest coffee to the 
acGompaniment of online death 
and destruction - mmmm! 
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MilQilsner Banes 


INTERVIEW 


Fortunately enough, the UtnMATE PC 
offices are just five minutes away from a 
Cyber Cafe called Internet Express. With 
a rather nice cup of coffee, we 
interviewed owner Jon Parker to see what 
he had to say about multiplayer gaming 
in Cyber Cafes. 

UPC: What do you offer people who want 
to play online games? 


night. This is via booking 
only and kicks off at 
about 8pm and runs 
normally through till 
about Sam (bring your 
own beer!). We usually 
have bounty tournaments 
four or five times a year and 
prizes range from SDfx cards to 
software and related goodies. We have 
close links with Shoot-n-Surf up in 
London and are in the process of 
organising some online tournaments. We 
also take bookings for clans and work 
teams for games like Quake and it costs 
about £80 to book the whole cafe for a 
private function for three hours. 

Because about 50% of our business is 
game related, we have agreements with some 
game companies, notably Activision, to allow 
public beta testing for new titles. These have 
recently included Netstorm and Dark Reign, 

UPC: Have you found that there has been 
an increase of people wanting to play 
online games over the past year? 



Online gaming is 
beginning to take off in the 
UK, but as ever we tend to 
be held back by the 
stranglehold grip that BT has 
over phone charges. People 
are beginning to get their 
heads around the concept of 
playing online, but always there is 
the lingering concern that it's costing 
them an arm and a leg, which in most 
cases it probably is! There are a number 
of innovative solutions such as Wireplay 
from BT and the Internet Gaming Zone 
from Microsoft which provide access to 
games at something near acceptable 
speeds - but at what cost? I recently 
heard of a customer who used an 
unnamed British service and ran up a 
phone bill of £600 in thirteen days! 

Part of the problem is that many software 
houses are US based and prices and speed 
of access to domestic clients in America 
through the Internet is negligible. Most, 
if not all urban customers have free local 
calls and ISDN as standard, providing 


3c We have seven multimedia PCs 
connected to a high speed Local Area 
Network, which in turn is connected to a 
digital leased line to the Internet. Four 
of our machines have Voodoo SDfx cards 
installed allowing gamers to take 
advantage of some of the new enhanced 
titles such as Quake II and F22. As far as 
online gaming goes, all of our machines 
are able to connect to Net based servers 
such as the Microsoft Internet Gaming 
Zone, Westwood Online and Quake World. 
To give a good run for your money, we 
offer a Friday night gamefest at a 
reduced rate of £12.50 for the whole 










These games are among some o( 
the most popolar in Cyher Cafes 
aroond the country 
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UPC: Between what 


age ranges do you 


get people playing 


multiplayer 


Depending on 


the rating of the game. 


ages range 8 - 50! 


I UPC: Which games are the most popular 
and why? 


Warms 2 is an exciting online 
game and ideal for Cyber Cafe 
fans to play 


INTIRVIEW CDNT 


access at three to five times the speed of 
the fastest modem for peanuts! 

One of the plus points is that the 
costs of gaming in the cafe are fixed, so 
at least customers know there are no 
hidden extras and the connection will be 
of a reasonable speed. 


The most popular online games 
are, in order. Quake, Red Alert, Jedi 
Knight and C&C Gold. The reason for 
this is that they are all games that are 
actually playable over the Net. All of 
the Westwood games can be played at 
near LAN speeds, as will Jedi Knight, 
and best of all it's free to play. This is 
a good move, and Westwood in 
particular lead the field. 

Although Id soft have 
made all of their 
games networkable 
they still suffer 
from the dreaded 
'lag', that is they 
are rather jerky 
and slow, and at 
times give the 
impression of sliding 
around in treacle! 

Westwood have invested a 
lot of time and money in 
making their titles as Net friendly 
as possible, and all Westwood titles 
come with their own front end - 
Westwood Chat for Net gaming. Also, 
because they are Win 95 native they can 
exploit Direct Play to give decent 
connection speeds. 


UPC: On average, how long does a user 
spend playing a game over the Internet, 
or LAN? 


As long as they can afford! 

Once you actually try LAN or Internet 
play, you don't want to do anything 
else, so consequently players stay 
connected as long as they can. This is 
the reason we came up with the idea of 
a Games Night to make the whole thing 
more affordable. If it's Red Alert, most 
games last between one and two and a 
half hours depending on the skill and 
number of players. Quake is pretty 
much pick up and drop when you 
please, unless it's a ctf match, but the 
record is a six hour Red Alert session 
online to the States. 


UPC: How much would it cost them? 


Jon: We charge £5 per hour inclusive, with 
discounts for students and under sixteens 
at £4.50 and £4 respectively. We also do 
five hours of access for £20 which is 
effectively an hour free. 


W 


INTERnet 


UPC: Do you play multiplayer 
games yourself? If so which ones? 


With running the cafe and the 
'suit' work I don't get to play as much 
as I'd like, but actually I'm a self 
confessed Net gameaholic and I play 
absolutely whenever I can. I tend to 
lurk on a machine on Friday nights and 
play Red Alert, Quake, Carmageddon, 
C&C and Warbirds online. My firm 
favourite has to be C&C Gold, as I've 
played C&C Networked from day one of 
release, first with Kali and then 
Westwood chat and it rocks! 


UPC: How do you protect yourselves 
against network viruses? 


All of our machines have PC-Cillin 
95 installed and this gets updated on a 
monthly basis. We've been very lucky, in 
the two years we've been open we 
haven't had a single virus. This is 
because most people enjoy coming here 
and realise that it would only prevent 
them playing, and 99% of our customers 
are totally responsible. 


UPC: What do you expect the state of 
multiplayer games to be in the year 2000? 


Multiplayer gaming can only really 
grow. When we opened in 1996 the only 
really tried and tested LAN game that 
was popular was Doom, and the only 


half decent online game was Air 
Warrior. The de-facto modem was 28.8k 
though 75% of users had 14.4k. Now 
just think about where we are today. 
Nearly every game written for Windows 
95 has Net or LAN play. Most people 
have at least a 33.6k modem and some 
in areas where cable services are well 
established have ISDN. 

These are my predictions for the next 
three years; 


1. Every game will support LAN and online 
play, and many games will only have 
limited single player features. 


2. Military simulation games will be 
interoperable, i.e: F22 vs Longbow vs 
MlAl across continents and countries. 


3. Consoles will die because of the lack of 
network features. 


4. P.C. gaming clients, i.e. Net PC for 
entertainment where leisure/gaming 
software is downloaded via a server on a 
pay as you play basis. 


5. Microsoft will buy BT. 


6. Local phone calls will be free or you'll 
pay a fixed rate per month. 


7. ISDN will be TELCO standard fitted in 
urban homes. 


8. Cable modems and domestic networks 
will offer online connections at ethernet 
speed. (5-10 mbps) 


UPC: Coffee is a major issue when it 
comes to Cyber Cafes. Is yours any good? 


Of course. Contessa blend, fresh beans, 
plenty of milk as either cappuccino, 
espresso or regular - nice! ■ 
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SnMI RYRFR CAFFS IN THF UK- 


Brain CaK 

Manchester 0161 907 3123 


Internet Express Web Cafii 


Exeter 01392 201544 


brain@xtml.u-net.com 


cafe@mail.inxpress.co.uk 


Bytes, Belfast 

N.Ireland 01232 242 050 

bytes@worknet.thegap.com 

Cyber 

Bedford (01234) 349990 

postmaster@cyberltd.co.uk 

Cyber Cafb @ Tbe Ark 

Leicester 0116 233 9660 

ravi@environ.foobar.co.uk 

Cyberia 

Kingston-on-Thames 0181 974 9650 

geoffnf@easynet.co.uk 

Cyberia 

Edinburgh 0131 220 4403 

edinburgh@easynet.co.uk 

Fried Green Tnmatnes 

Northampton 01604 232 388 

fgtcafe@servlan.co.uk 

Internet Cafd 

Crawley 01293 619925 

ifacb@pncl.co.uk 


Peak Art Cyber Cafd 

Stockport 01663 747 770 

Punters Cyber Cafd 

Sheffield 0114 276 2668 

joe@vantage.demon.co.uk 

Tbe Six Bells 

Cambridge 01223 566 056 

sixbells@cityscape.co.uk 

Tbe Hub interC@fd 

Bath 01225 427 441 

the_cafe@hub.co.uk 

Tbe Hard Brive Cafe 

Luton 01582 485621 

100411.2155@compuserve.com 

Wet 

Manchester 0161 236 5920 

dry@wet2.u-net.com 

Windnw nn the Wnrid 

Huddersfield 01484 431289 

mediacentre@inin.co.uk 


A massive guide to all Cyber Cafes all around the UK and the world can be found 
at http://www.ukindex.co.uk/cc-eng.html. 




WIBtPinY 



As well as playing Internet games in 
Cyber Cafes, some also support BT's 
online games service, Wireplay. It 
supports over 50 titles now including 
Total Annihilation, Quake, EF2000, Jedi 
Knight, Warcraft II, Red Alert, Virtua 
Fighter, Daytona USA and Actua Soccer. 

It can sometimes be quite a lot 
faster, meaning more enjoyment. 

If your local Cyber Cafe supports the 
service then they should have all of the 
software installed already, as well as a 
selection of the games. 

If you have last month's issue, you 
can read a full feature on Wireplay. If 
not then get hold of a back issue 




Grand Theft Auto is violent and 
playable online. Boond to attract 
the punters! 
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If You’ve got leternet access ae< faecy playieg sooie cool free oellne gaeies, 
leek 00 furtker, as tkis monlli we review a selection... 



Before you cao play the game you 
will first have to input some 
details. Then it’s onto the fun 
with funny questions to answer 


VERDICT 

A great 
conversion for 
free - ideal! 
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YOU DON’I KNOW JACK: 
THE NETSHOW 



ou Don't Know Jack has been around for quite a while 
I now, but only recently put onto the Internet for users 
to enjoy all over the world. 

If you didn't already know. You Don't Know Jack is a 
bizarre quiz show which features an over-the-top host and 
some truly strange questions to confuse each and every 
person who plays. 

After using the CD Rom version prior to trying out the 
Netshow, I was slightly curious about how well the port was 
going to be. Surely it would take a massive file to include 
the same quality graphics and detailed sound files which 
made the game so popular when it was released on CD-Rom? 
Surprise, surprise - Berkeley have done the business, 
including almost everything which the big brother version 
has to offer in just a 2.42MB file (downloadable from 
www.bezerk.com). 

Twice a week, the questions are updated, and that includes 
the infamous 'Flickerpiss Nosescum,' which, to those who know 
Jack, is the 'Gibberish Question.' The Jack Attack is also back, 
where you need to match words to others in order to win 
points. If you stick with the game and are a regular player, 
cash prizes are available. 

Unfortunately you are unable to play You Don't Know 
Jack: The Netshow against other people across the Net. 
Instead just two people can play on the single screen. 



Imagine that you’re an ex-pirate with a severe limp. 
You get a call from a local sports team to tiy out for 
the position of “square leg.’ What kind of team is it? 


curling 

shinly 

Greco-Roman wre mg 

Simon 

$ 3,000 



Hey Baby, Wanna See 
My Antennae? 

I Match My Chair 
Let’s Give that Man a Hand 



which is different from the normal three in the CD-Rom. 

As well as You Don't Know Jock: The Netshow, there's 
also another version which is aimed at those with a love 
for sport. 

This is undoubtedly one of the best conversions from CD 
Rom to the online format. Some users may find the 
questions a little too difficult to tolerate. However, it's 
free to download and updated twice a week. How can you 
go wrong? ■ 

Type: Internet 

Publisher: Berkeley Systems 
Deveinper: Berkeley Systems 
Price: Free tn dnwnlnad 
Web Site: www.bezerk.cnm 
Memnry: 16MB 
Prncessnr: PBB 
Mndem Requirement: 2B.B 
Cnntrols: Keys 



A large percentage nf the questinns in You Don’t Know Jack: The Netshow are quite bizarre. Ynu nnly have a limited time tn answer a questinn, sn it’s thinking caps nn. Whn thnught this up? 
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MULTIplayer 




ord games aren't usually my cup of tea, but after 
I playing You Don't Know Jack: The Netshow, I figured 
Berkeley would have come up with something worth playing. 

After downloading a small file (2 Megs or so) and 
several commercials (takes a while), you are then able to 
choose one of two games. One area is for those who like to 
be in an area with adult language, and the other caters for 
such individuals who don't. Then decide on whether you 
want to select a chat room yourself, or have the computer 
choose you one automatically. 

The idea of Acrophobia is to come up with the best acronym 
in 30 seconds. For example, the subject for a round could be 
'Celebrities' and the computer would give you the letters 
'BWLIC' and you would need to come up with something such 
as 'Bruce Willis Loves Ice Cream.' Okay, so it's not the finest of 
examples, but you get the general idea... Topics can range from 
Science to History, General Acrophobia, Animals and Politics - 
so there's plenty of variety. Letters range from between three 


and seven, so as you can imagine, it gets quite tough. Some 
entries will be good, others completely pointless. It all depends 
on the player. 

Once you've finished your humorous acronym, it's time to 
vote. Every entry will come up on the screen and each player is 
required to select their favourite. The entrant with the most 
votes then gets more bonus points (and gets to choose the 
topic of the next game). More bonus points can also be gained 
if you entered your acronym first. 

When the game is loading, or if you've finished your entry, 
the Chat box at the bottom of the screen is constantly open, so 
you can communicate with other players. When I've been 
playing, the contenders are a good bunch and if there is any 
trouble, Berkeley have people watching over the chat rooms for 
any language that could offend. 

A few flaws can be found with Acrophobia, but none that 
are terribly bad. To some, the commercial breaks will be 
annoying and the length of the voting process is slightly longer 
than it should be. Apart from this though. Acrophobia is 
excellent and certainly makes a change from roaming around 
levels with a rather large gun, blasting people's heads off. If 
you haven't got a sense of humour though, the game isn't 
advisable, as most of the votes cast go to the ones which are 
of a funny nature. 

When a player reaches 30 points, they go on (along with 
the player below them in the rankings) to the face-off, where 
they have to gain even more votes by coming up with several 
good acronyms of which you will need to vote for. This then 
decides on the overall winner of the game. ■ 




Although a word gaoie, 
Acraphabia is ooe of the oiost 
eojoyahle oniioe games I’ve ever 
played. Try it, you might like it 


Type: loternet 

Publisher: Berkeley Systems 
Developer: Berkeley Systems 
Price: Free to download 
Web Site: www.bezerk.com 
Memory: 16MB 
Processor: P9D 
Modem flequirement: 2B.B 
Controls: Keys 



VERDICT 

AHAFG. A 
Highly Addictive 
Fun Game 
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JChessal^ster Live Log in 


CHESSMASTER LIVE 


n sually I enjoy fast-paced action games. So as you 
can imagine, I didn't jump at the chance to be able 
to play a chess game over the Internet. My knowledge of the 
game is also on the rookie level; I know how to move the 
pieces, but my love for games such as Quake has left me very 
impatient, so moves come quicker than a cheetah on 
amphetamines, resulting more than often in checkmate. Still, 
I was prepared to give this a try. 

After registering as a guest (avoiding paying any 
money), I joined the game to find a chat area, a channel 
listing, player listing, status bar and, of course, the 
chessboard. Then it was time to decide on a contender. 
Sadly there's no way of finding out the opposing player's 
ranking, so you can easily be matched up with someone 
who is ten times better than you. Of course, it can on the 
odd occasion sway in your favour. However, in my case 
that's pretty unlikely. 

Those who decide to pay their $24.95 per year can 
benefit from being able to create their own user name, 
decide on the type of table they want to play on and so 
forth. Guests just get the basic privileges such as, err, 
being able to play. So, if you're a fan of the game, it's 
probably worthwhile making the investment and getting 
hold of the membership. ■ 



Type: Internet 

Publisher: Head Land Digital Media 
Deveinper: Head Land Digital Media 
Price: Free tn dnwnload. Euest 
membership, then $24.95 per year 
Web Site: www.chessmaster.cnm 
Memnry: 16MB 
Prncessor: P9D 
Modem Requirement: 2B.B 
Controls: Keys 



Lo^Name |g 
Pasiwad | 
rS^-SavePaswwtt) 

: PmY CA-HCfL ! RXCUIti 




1 

VERDICT 

Chess fans will 
love it, others 
will hate it 
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With the amount of Weh sites growing at a rate of knots, we thought we’d better 
bring you another coiiection of home page reviews... 



Blue’s News is an essential home 
page for those who own Quake or 
Quake //. Absolutely brilliant! 


VERDICT 

Beat this 
one sucker! 
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hen you have a popular PC 
I game, there are usually a string 
of Web sites created in its honour. Quake 
and Quake II are no exception, with a 
huge range of fan-based home pages out 
there for surfers to visit. If you asked a 
selection of Internet using Quake 
enthusiasts about the sites, chances are 
they would mention Blue's News, which 
over the past year or so has made itself 



mmm 


Micniprose rule ok! 

- 


VERDICT 

Big, 

not micro 

89 



http://www.microprase.com 


FI 

ix main links can be found at 
ImB the Microprose Web site: 

Games, Store, Tech Support, Corporate, 
Press and Contact. Of course the area 
which you're most likely to be interested 
in is Games. It includes a list of games 
which the company are currently 
promoting and they include Worms 2, 
Addiction Pinball, Falcon 4.0, Ultimate 
Race Pro and Mech Commander. There's 
also another link on the same page 
which lists all of Microprose's games. 
Each of these is also a link, so you 
enter another page which goes into 
detail on the title which you clicked on. 
You can gain a description of the game 
in question, screenshots, sometimes a 
demo, movie files and more. 


recognised as one of, or even the biggest 
Quake home page on the Web. 

Here you are able to find out about 
the latest Quake news, as well as enter 
discussions with other players, 
download game updates, read various 
articles and generally learn everything 
about the most popular first-person 
shooter around. 

Every day the site is updated, and you'll 
be amazed by the amount of news articles 


that can be found here on a single day. 

Fortunately Blue's News is also well 
designed, and apart from no search 
facility when you need something in a 
hurry (would have been very handy...), 
there aren't many bad things that can 
be said about this. It's ideal for anyone 
who has any questions about the game 
and the minute there's any news, you 
-can be assured that Blue's News will be 
hot on the case. Smart! ■ 



The site on the whole is very good. 
The organisation is easy to understand.' 
The design is up-to-date and fortunately 
it doesn't take ages to download, which 
can often be a problem if too many 
images are added. It's not the case here 
though, and a nice balance has been 
decided upon. 

If you should get lost, or just can't 
find what you're looking for, then 
there's a useful site map and search 
facility to make use of... blimey guvnor! 
They've thought of everything! 

The technical support department is 
also quite helpful (well, it would be) 
and includes an interactive help desk, 
support via email and lots of updates 
and FAQs for you to browse through on 
the actual Web site itself. ■ 



A well designed site which offers plenty of 
information on the company’s titles 
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jd InteiiiN Link Exchange 


bm QLniLL L'lLLaiL, 

littp://www.gameaniiemontli.com/ 


Caiii4*Ofrhe>lo<ithxoai 


There are a couple o( different typ-es of online games one is the the hpuifanit 
public(ffee) veision Eu^nd the other are 

commercial ventures VVe ha'ce both t^Tes below, so en|oy 

Below IS a list of Commercial online gaming companies 

ENGAGE GAMES ONLINE 



MPl ayer 

Biy Rsd Raciiicj, Comr 
Command & Conquoi 
Doadlock, Diablo, MochWaiiioi 2 , 
Quake, Teiminal Velocity, WarCiall 


Conquer, Castles II, Descent Online, 
RoleMaster Magestorm, 
Waicraft H Tide of Darkness 
Ores and Humans, War Wrnd Exclusive: 

Exdusivo Warcralt II: Trdes of Darkness 

Q-Bail Rates: 

D. -v, , , t1 95/hr With Ads, 112 50/hr 

Free, MRtayei Plus 3995 /yr rncludes i 


C'fveluut r'. C u 

UaliiTlki 

Reqisin lion 




Command t Conquoi, Command fc 
Conquer Rod Alerl, Dark Sun 
Crrmson Sands. Deadlock. Diablo. 
Duke Nukem 30 , Duke Nukem Alomii 


Rales; 

Flat Rale 129 95 rts 1 o. Houily Rate 
19 95 / 5 hr pel mo,ll 95 /oach 


Aries Gam»s 

Games; 

All Warrior. Classic Card Games, 
Harpoon Online, Multiplayer 
Ballleloch Solaris, Online Casino. 


he name of this home page 
I suggests that it focuses on 
just one game. However, it's completely 
different, being an online PC games 
magazine with a reasonable selections 
of reviews, previews, news and links. 
There are other areas such as Classic, 
Hotlinks, Online and the Developer's 
Corner which is soon to be completed. 

If you want to be kept up to date 
with the news, then on the right-hand 
side of screen on the front page there's 
a box which allows you to input your 
email address. This will then add you to 
the newsletter mailing list. 



One of the not-so-goad PC gaming 
sites available on the Web. Game 
of the Month needs a lot of work 
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The organisation here leaves a lot to be desired 

Even though the site is full of data, it 
does have its flaws - probably the largest 
of which is the organisation. The front 
page goes on for ages with headlines, and 
there are no details as to whether they're 
previews, reviews or what. This is a shame, 
seeing as the design is clean. 

A lack of visuals on the front page 
does prevent the site from looking stylish, 
but at the same time this helps to keep 
the download times down with just text 
to arrive on your screen. However, I also 
came across some errors when attempting 
to use some of the links. 

The previews were also a big 
disappointment, with just a couple of 
screenshots and details on what 
specification your computer needs to 
be to run it. Hardly a preview by any 
stretch of the imagination. ■ 


<«• £dl yaw fio Ffvorte* Htfi 

FofWMrd Stop Robeth Home Seaich Fovofilei 
cdob: Muourtedui^'c£ 742 ^/rMwt him 


£ 

Fort HiV 


GOUKANGAl 


Current News 


A GmA ntft Aato Niwi & /Zosoaurr .Sfto 


a reply Hopefully Ihie will 


GTA Banned? Take 3 

Simon Reilly recenlly senl an e-mail lo DMA concerning the lu 
up all Ihe rumors of GTA being banned Below is Simon's e-mi 

There have been rumours lhat GTA will be banned in Ihe U K Are Ihese true and if so what are you going lo do lo slop them 
found il very diflicull lo find and I had lo buy il from behind Ihe counter This should not be allowed. I mean they doni pul 18 Videos behind 
counters so why should video games be any dilfeieni 

Dear Simon, 

Thanks for your letter. Doni worry about GTA being banned 'We complied wrlh all of Ihe BBFC requirements once we were ceilified 18. We 
even went further and sluck a 'Paienlal Advisory' sticker on Iheie - jusi to make sure The problems anse from Ihe fact that Lord C ampbell of 
Cloy says this ainl keeping the blummin' Ihing out of Ihe sticky little loffee covered mills of our proud Nation's youth - or something (and I may 
have paraphrased him slightly there) Frankly, this is the goveinmenl's problem Kids are buying alcohol and tobacco loo and y'doni see them 
rushing aboul in small circles gibbering madly, trying lo keep TH'DSE (highly taxed) bits n‘ pieces away from under age children. 


They cani ban GTA. Well fight them every la 


;h of the way t 


:e to know you care though We're touched . 


Also, the behind Ihe counter Ihing is something lhat individual retailers are doing Not much we can do aboul il HMV & Virgin are slocking it 
on Ihe shelves, I understand lhal Eleclronics Boutique ate using Individual manager's discretion aboul stocking GTA (yes/no/behind Ihe counter 
■ wtialevei) Then there's places like Woolworths and Toys R Us which woni slock it al all 

Our response would have lo be - bollocks lo 'em! 

Hope you like GTA Thanks for writing 
Thanks lo Simon and DM.A for dealing this up 

Grand TheK Auto and discusses Ihe ever expanding trend 



iiiaa- /iLi rii 

http://www.grandtheftauto.com 



t seems as though Grand Theft 
I Auto has taken off slightly 
faster than we thought it would. Now 
there's a dedicated Web site located at 
www.grandtheftauto.com. It has 
everything you want to know about GTA, 
raises discussions about various parts of 
the game, includes articles from 
newspapers about GTA and generally 
makes a great meeting point for those 
interested in learning more than just 


how to run over an old granny or blow 
up the local cop station. 

Tips and tricks are available, as well 
as reviews and Q&As - there's even a 
chat room for fellow GTA enthusiasts to 
exchange views on one of the most 
controversial games ever. 

Recently a rumour was going around 
that the game was going to be banned 
in the UK, but the developers DMA came 
back with an answer which is now on the 
site. In the States, the LA Times also 
published an article called Making A 
Killing. This also can be read on the site. 

It's not all controversial stuff though, a 
lot of it is to promote the multiplayer 


aspect of GTA, as well as provide a useful 
resource for those having problems. 

The biggest disappointment lies with 
the organisation. A large percentage of the 
text seems to be on the main page and not 
divided up. A quick guide at the top of the 
page to the featured articles below would 
have proved very useful. ■ 



- a 





Kevicn.s 






"“E, 


It you own ETA, why not check 
out this dedicated heme page? 
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PRICE! (HOKE! 


^ORKsluREisMOST 

^^CITING RETAILER! 


THESE HAVE MADE US O 
OF COMPUTER SOFTWi 




A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 



Lucas MtTS AM^liVES - INMANA XMES FAn OF ATLANTIS, SAM N MAX, DAT 
OF THE nNTAClE, REBEL ASSAULT SPECIAL HNTION, STAR WARS SCREEN SAVER 
PLUS DEMOS OF FULL THROTTU, DARK FORCES, REBEL ASSAULT 2. THE DIG AND TIE 
flGHTER COLLEaORS CD. AU THIS FOR JUST £28.99 

20 Giant Games - Includes B-1 7 Dogaght, F-1 17A, Starlord 

CiviusATiON, Grand Prix, Subv/ar 2050, Master Of Orion, F-15 
Strike Eagle 3, Machiavelu the PinNa, Zone Raiders, Sensible 
Golf, Lure of the Temptress, Iron Assault, Manic Karts, Goal, 
Hokum KA-50, Pool, Hand of Fate, CoNSPiRAa. £34.99 


HITH'lVillY ORDER 
EVERY TINE YOU PUCE AN DRIER YOU NAY CHOOSE A PIECE OF 
SOFTWARE FRON OUR FREE CIFT Llfl OF SOFTWARE ANI 
ACCESSORIES. THERE IS A UNIT OF ONE FREE OIFT PER WEEK RUT 
NO NININUN DRIER VALUE TO QUALIFY. SECONDLY, YOU WILL , 
ALSO RECEIVE OUR UTEST CATALOCUE PACKED WITH NORE OFFERS! 


3D Ultra Rnball 3. 

.£21.99 

4-4-2. 

.£16.99 

X88i Hi ii^v Kii I . 


7th Legion. 

.. £28 99 

Actua Golf 2. 

.£25.99 

AmiA IfF Hockfy. 

.£25.99 

Actua Soccer 2. 

.£24.99 


AD&D Blood & Magic. £24.99 

Age of Empires.£33.99 

AH64-D Longuow Gold_ £19.99 

AH64.D Longbow 2_ £28.99 

Amiga Emulator CD (-t-IOOs of Amiga games). £14.99 

Animal. £25.99 

Apache Longbow & Hind Double Pack.£14.99 

Area 51. £17.99 

Armoured Rst 2.0 (Win '95) £28.99 


OuJCnilTTM.... 

f?7.99 

rniINTFRAmON . 

.£22.99 

Cover Girl Strip Poker. 

Creaturfs . 

.£11.99 

.£11.99 

Croc. 

.£28.99 

Crusader No Regret. 

.£19.99 

Cyberjudas . 

.£14.99 

Cyrfrstorm . 

.£9.99 

DIOOO ■ 1000 EXTRA levels for Doom & Doom 2.. 
Dark Colony. 

.£11.99 

.£24.99 

Dark Farth . 

.£29.99 

Dark Forces 2: Jedi Knights........................^. 

Jedi Data Disk - Myshries of the Sith ............. 

Dark Reign. 

_£27.99 

_£16.99 

.£26.99 


Atiantis ... 

Atomic Bomberman 


£28.99 

£17.99 



BAnUGROUND 

Battleground Ardennes . £19.99 

Battleground Antietam.£24.99 


Battleground Bull Run . £25.99 

Battleground Gettysburg....£22.99 
Batreground Napoleon . £25.99 


Battleground Shiloh.£19.99 

Battuground Wateiu.oo...£1 6.99 


Award Winners 1 - Screamer, Actua Soccer, Pro Pinball 

THE Web & Star Trek TNG.£23.99 

Back TO Baghdad.£17.99 

Baku Baku Animal.£16.99 

Balls OF Steel.£27.99 

Battlecruiser 3000AD-......................-£9.99 

Battle Isle 4 - Incubation.£21.99 

Battles of Alexander.£25.99 

Beasts & Bumpkins.£28.99 

Bedlam.£19.99 

Betrayal 2.£26.99 

Big 6 Pack - MK3, Sensible Soccer, Enemy Nations, Bedlam, 

Stargunner & Bahlecruiser 3000.£15.99 

Birthright.£28.99 

Blade Runner ...—£23.99 

BLOOD.£27.99 

Bridge Master Cwssic with Omar Sharif.£29.99 

Broken Sword 2..—£25.99 

Buccaneer.£23.99 

Bust A Move 2.£16.99 

Capitausm Plus.£25.99 

Carmageddon........................^...........£18.99 

Carmageddon Splat! Pack.£13.99 

Cart Precision Racing (Microsoft).£33.99 

aT2 2.£16.99 

Championship Manager '97/'98.£17.99 

Chasm - The Rift.£19.99 

Chessmaster 5500.£26.99 

Civilisation 2.£17.99 

Cmusation 2 Data Disk; Confucts in Cmusation.£10.99 

CiviusATiON 2 Data Disk; Fantastic Worlds.£12.99 

Clandestiny.£16.99 

Close Combat 2; A Bridge Too Far.£32.99 

Cluedo.£29.99 

Combat Chess.£24.99 

CoMMANCHE 3.0 (Novalogic).£29.99 


Deadly Tide.£17.99 

Death Rally.£12.99 

Deathtrap Dungeon.£27.99 

Destruction Derby 2.£13.99 

Diablo.£24.99 

Diablo Hellfire; Official Data Disk.£12.99 

Diablo; The Green Portal Toolkit & Cheat PAa.£16.99 

Die Hard Trilogy.£28.99 

Discworld.£13.99 

Discworld2.£13.99 

Doom 2 + Ultimate Doom + 3000 Extra Levels....£15.99 

Dogz2.£16.99 

Duke Nukem3D.£10.99 

Duke Nukem 3D & Plutonium Kit.£18.99 

Duke Nukem Plutonium Kit (add-on levels).£16.99 

Duke Nukem In The Caribbean.£15.99 

Dungeon Keeper...................£28.99 

Deeper Dungeons: Data Disk for Dungeon Keeper £13.99 

EA Cricket '97; Ashes Tour.£25.99 

EA Compilation - Ultima Underworld, Ultima 7, Shadow 
Caster, Savage Empire, Wing Commander Academy, Populous 

2, Mahjong Pro, Space Hulk, 7 Qties of Gold.£17.99 

Earthsiege2.£12.99 

Essential Compilation va 1 - FI, FIFA, PGA 486.£12.99 

Euro '96.£12.99 

Excaubur.£24.99 

Exhumed.£21.99 

Extreme Assault.£21.99 

Extreme Power Paw 2 - Tomb Raider, Z, FIFA '97 .£29.99 
FI Racing Sim Ubisoft).£27.99 


Command & Conquer... £13.99 

Command & Conquer Red Alert ComaoRS Ed ....£27.99 

PERFEa Alert - 100 levels for Red Alert. £9.99 

Quench: 1000 extra levels for Red Alert- £7.99 

Counterstrike - official Red Alert Data Disk.£11.99 

Aftermath - ofrcial Red Alert Data Disk.£11.99 

Covert Operations - official C&C Data Disk.£9.99 

Conquest 



Tim 

ALL 

PRICES 

INCLUDE 

VAT. 


FI 6 Fighting Falcon.£25.99 

F22A.D.F. (TFX3).£26.99 

FA-18 Hornet.£24.99 

Feeble Files.£25.99 

FIFA -Road to the World Cup '98...m~~.....»...£2^99 

Fifa Soccer Manager.£26.99 

Fighters Anthology.£28.99 

Fighting Force.£27.99 

Flight Unumited 2.£27.99 

Flying Corps Gold.£19.99 

Forgotten Realjws AD&D Archive - Eye of the Beholder 1, 
2 & 3, Menzoberranzan, Dungeon Hack + 7 others..£25.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX.£31.99 

Fragile Auegiance.£14.99 

FX Fighter.£7.99 

Gabriel Knight 2; The Beast Within.£12.99 

Gender Wars.£24.99 

Gene Wars.£15.99 

G-Nome.£10.99 

GPouce.£29.99 

Gloriana.£30.99 

Goosebumps.£26.99 

GoOSEBUMPS - ATTACK OF THE MUTANT.£25.99 

Grand Prix 2.£19.99 

Grand Prix 2 + Grand Prix Manager 2.£29.99 

PERFEa Grand Prk-EXTRA CWATS&editors FOR GP2.£11.99 

Track Pack for Grand Prix 2.£14.99 

Grand Prix Manager 2.£12.99 

Grand Theft Auto.............................m»....m.......£27.99 

GT Racing.£19.99 

Guts N Garters.£21.99 

Hardcore 4X4. £24.99 


1 SALES LIMES OPEMx 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am-4pm 

1 MO QUEUUM EXCHANGE POUCrW 

YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, S1A6PLY 
RETURN THE ITEM IN PERFEa 
CONDmON WTTHIN 48 HOURS OF 
RECEIPT BY RECORDED DELIVERY AND 
SUBJEa TO A Fffi (10% OR MINIMUM 
£4), WE WILL SWAP IT FOR ANOTHK 
rravUTHIS OFFER APPUES ONLY TO 
ITE^ USTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT TO 
REFUSE EXCHANGE IF THE FTEM IS NOT 
RECEIVED BACK IN PERFEQ 
CONDmON). 

I ORDER BY CREDIT CARD. CHEQUE, 



0 

0 


I — ORDER BY CREDIT CARD. CHEQUE, 

L/l POSTAL ORDERS OR CA^ (PLEASE SEND ^ 

HL-J CASH BY REGISTERED POST FOR YOUR 


OWN PROTECTION). SORRY, NO CASH 
ON DELIVERY. 


ORDER WITH COMUDEMCE FROM 
ONE OF THE LARGEST DISTRIBUTORS IN 
THE COUNTRY! OVER 700,000 SOFTWARE 
ITEMS SUPPLIED SO FAR AND YOU WILL BE 
SAFE KNOWING THAT YOUR CREDIT 
CARD WIU MOT BE DEBITED UNTIL 
DESPATCH! 

WE PROVIDE ONE OF THE FASTEST 
DELIVERY SERVICES AROUND, 2-3 
WORKING DAYS MAX ON STOCK ITEMS. 
(PLEASE ALLOW 8 DAYS FOR CLEARANCE 
IF SENDING A CHEQUE) 

1ST CLASS DEiSUERTFHEM OF 
CHARGE JO U.K. MAINLAND. NEXF 
DAY DEUVERY FROM £4. PLEASE 
ORDER BEFORE 3PM TO ENSURE 
IMMEDIATE DESPATCH. 

1000'S OF TITLES AVAILABLE. 

WE ARE ALSO BRITAIN'S LARGEST 
MAIL ORDER SUPPLIER OF GAMES & 
ACCESSORIES FOR PLAYSTATION, 
NINTENDO 64, SATURN & APPLE MAC. 


Mickosoft Flight Sim '98 ‘NEW.£38.99 

Microsoft Southern Caufoknia Data Disk .£23.99 

Moosoft Fught Sim 5.1 & New York + Paris . £37.99 

Scenery Disk 6.0 ■ England & Wales . £17.99 

SaNERY Disk 5.1 ■ British Isles ? & 2, China . each £19.99 

SaNEKY Disk 5.1 - Europe I . £29.99 

Scenery Disk 5.1 - Las Vegas/Canada . each £ 12.99 

Fught Sim 5.1 Tower.£39.99 

Flight Sim 5.1 Scenery & Obieq Designer . £36.99 

Fught Shop V2 ■ now for FS5.1 4 FS6.£35.99 

Flight Sm FSFX V2 - Contains extra pianes, satm, sounds 

£TCfORFS5.J4FS6.£28.99 

Boeing/Business Jets/Airbus/Great Airunes . each £23.99 

PERFEa Fught 2 Round THE World Disk for MS FS 5.1 A 6 £2 ?. 99 
Flying Classics for FS6 - hy some of the most sicmMfi Astam 
Of THE 20 th Century from a Sofwith Camb to Concorde. £18.99 


Hardwar. £24.99 

Harvest OF Souls.£25.99 

Heavy Gear.£28.99 

Heroes of Might & Magic 2 & Data Disk Compilation £28.99 

Heroes of Might & Magic 6.£28.99 

Heroes of Might & Magic 2 Data Disk.£14.99 

Hexen 2.£27.99 

Holiday Island.£19.99 

Ian Botham Cricket.£21.99 

iF22 Raptor.£26.99 

Ignition.£19.99 

iMlA2 Abrams.£22.99 

Imperium Galactica.£23.99 

Independence Day.£24.99 

International Rugby League.£29.99 

Interstate 76.£27.99 

I War.£26.99 

Jack Nickiaus 5.£2^99 

JetfighterS.£19.99 

Jo Guest Love Bytes.£16.99 

Joint Strike Fighter.£27.99 

Jonah Lomu Rugby.£17.99 

Jurassic Park 2; Lost Worlds.£16.99 

Kings Quest Coa 1-6.£15.99 

KKNDBoreme.£22.99 

Lands of Lore 2.£27.99 

Lego Island.£21.99 

Leisure Sur Larry 7.£25.99 

Ummings 1 & 2_ £12.99 

Ieiwwngs Paintbau-F Oh 1^ More l£MM»KS + Lemmmgs£1 2.99 

Lighthouse.£19.99 

Links LS'98_£27.99 

Links Course Libraries Vols 1,2,3 - call for details.£16.99 

Links LS Courses; Valoerama/Oakiano/Davis Lcne ..each £16.99 

Little Big Adventure 2.£28.99 

Lords OF Magic.£25.99 

Lords of the Realm 2 Royal Edition.£25.99 

Lords of the Realm 2 Data Disk.£9.99 

Magic the Gathering (Microprose).£21.99 

Magic the Gathering & Speus of Ancients Data Disk £29.99 

ManxH.£29.99 

Marble Drop.£9.99 

AAasters OF Orion 2.£10.99 

MDK.£17.99 

Mech Warrior 2.£10.99 




QUAKE 2.£26.99 

QUAKE . £12.99 

MAua (ornoAL add-on) £12.99 

Quake Toolkit . £12.99 

QIZone . £12.99 

Scourge of Arjmgon ..£14.99 

SHRMd . £14.99 

DissoLunoN OF EmNnY..£14.99 


Monopoly . 

.£30.99 

fvtoNSTER Trucks. 

.£20.99 

Monty Python Triple Pack. 

.£22.99 

MnsTAi Kombat 3 . 

.£12.99 

\toTO Racer. 

.£28.99 

Muppbt's Treasure Island. 

.£19.99 

JlivST. 

.51A00 

Myth: The Fallen Lords. 

.£27.99 

NASCAR 2. 

NBA Action '98. 

.£19.99 

.£21.99 

NBA Live'98. 

Need for Speed 2 Special Fdition . . 

Network Q Rauy. 

.£28.99 

.£28.99 

.£14.99 

Network Q Rally + X Miles Data Disk. 

NFL Madden '98. 

NHL Hockey '98. 

Nitro Racers. 

.£20.99 

.£28.99 

.£28.99 

.£16.99 


Nuclear Strike.£27.99 

OASis/BLUR/INXS/PaiCE/U2 Interactive.each £22.99 

Oddbauz.£13.99 


ONE STOP GAME 
WIZAROS 

Game Wizard is the ultimate way to 
master your favourite oames. 
Includes fuu-motion videos to help 
conquer each LEVEl/PUZZLE, MAPS 
AND HINTS. Game Wizard runs in a 
WINDOW during play, CONSTANTLY 
MONITORING THE GAME. If YOU GET 
STUCK, OR WANT BEHER WEAPONS OR 
LIVES, ETC, SIMPLY CLICK ON GAME WIZARD AND IT WILL PAUSE 
THE GAME AND POP UP TO HELP IMMEDIATELY. 

»UKE NUKEM, M»K. RIABLO. TOMB RAIOER, NASCAR 
2. LORDS OF THE REALM 2. MAGIC THE OATNERINO, 
PHANTASMAOORIA 2, BLOOD EACH £2.99 



Oddworld: Abe's Oddysee.£25.99 

Olympic Soccer.£9.99 

...£27.99 


Outpost 2.£27.99 

Pacific General. £26.99 

Pandemonium. £19.99 

Pandora Directive. £19.99 

Panzer General 2.£26.99 

PGA Tour Pro. £28.99 

PGA Spanish Bay/Sawgrass Tour '96 Disks. £16.99 

Phantasmagoria 2.£22.99 

Pinball '97.£12.99 

POD Gold (Includes extra tracks) 7.99 

Police Quest Collection 1-4.£21.99 

Police Quest Swat 2.£25.99 

Populous 3: the Third CoMiNe............................£28.99 


POSTAL. 

Premier AAanager '97. 

Privateer 2- The Darkening. 

.£25.99 

.£24.99 

.£10.99 

Puzzle Bobble. 

.£17.99 


. 

Rama. 

Rayman Gold. 

.£27.99 

.£18.99 

Rfd Rardn 2 . 

.£25.99 

Redneck Rampage. 

RFIOAnFD . 

.£17.99 

.£24.99 

Fvii - 3DFX VFKinM. 

M400 

Resident Evil - Power VR version....... 

_£21.99 





Megapak 8 - Masters of Orion 2, Sim City 2000, Screamer 2, 
Broken Sword, Jagged Alliance 2, iM1A2, Atari Greatest Hits, 

Return to Zork, Jack Nickiaus 4.au for just £29.99 

Men In Black. £26.99 

Micro machines 3.£21.99 

Microsoft Golf V3.£13.99 

Microsoft Return of Arcade - Pacman, Pole Position, Dig 

Dug and GaiaxianI! (Win '95 only). £17.99 

Monkey Island 3.m...»»...............£28.99 


BUDGET GAMES 



The first item you select from the 

FOLLOWING LIST WILL BE CHARGED AT THE 
PRICE SHOWN, BUT FOR EVERY EXTRA ITEM 
YOU MAY DEDUCT £1 FROM THE COST SHOWN! 


Roberta WiLUAMS Anthology -14 Games!! inc KQ 1-7 .£25.99 

Sampras Extreme Tennis.£19.99 

Scrabble.£28.99 

Screamer 2..........„....................~.«.~«...-..-.—£14.99 

Screamer RauYo»........................»....m.....»........£20.99 

Sega Touring Cars.£28.99 

Sega Worldwide Soccer '98.£27.99 

Sensible Soccer 2000.£27.99 

SEniERS 2. m~»m..»..................£12.99 

Settlers 2 Mission Disk.£13.99 

Seven Kingdoms.£26.99 

Shadows of the Empire.£27.99 

Shadow Warrior.£27.99 

Sd Meier's Gettysburg.£28.99 

Sierra Sports; Gole/Baseball '98/Ski Racing.each £22.99 

Slent Hunter Commanders ExnoN.£21.99 

Sim City 2000 CouEaioN includes Sim City 2000, Urban 

Renewal kit + Scenario Disk.£18.99 

Streets of Sim City.......„.„....„.............£28.99 

Sim Copter.£18.99 

Sim Golf.£9.99 

Sonic 3D.£21.99 

Speccy CD '97 (3000 Spectrum 4 1200 C64 games)£14.99 

Speedboat Attack.£16.99 

Star Command.£28.99 

Starcraft...£25.99 

Star General.£24.99 

Star Trek Borg.£21.99 

Star Trek; Captain's Chair.£26.99 

Star Trek ENacLOPAEoiA.£26.99 

Star Trek Generations + EXaUSIVE A1 Poster .£18.99 

Star Trek Omnipedia.£17.99 

Star Trek; Star Fleet Academy.£25.99 

Star Wars Monopoly-.........„„m.....»......£30.99 

Steel Panthers 3.£25.99 

Super Puzzle Rghter 2.£12.99 

Syndicate Wars.£17.99 

Takeru.£21.99 

Ten Pin Alley.£27.99 

Terminator; Skynet.£16.99 

Test Drive 4.£28.99 

Theme Hospital + Sim Oty 2000 .........................£28.99 

The (^lfPro.£25.99 

The Reap.£25.99 

Tie Fighter vX Wing.£28.99 

Tie Fighter v X Wing Data Disk; Balance of Power.£13.99 

TOCA Touring Cars.£21.99 

TomCianceySSN.£21.99 

Tomb Raider.£26.99 

Tomb Raider 2...............m.».«...»........................£27.99 

Total Annihiution .„.....»....»»...„»».................£27.99 

Total Animals; Includes Catz, Dogz & Worms.£19.99 

Total Insanity - includes PGA European Tour, Network Q 

RAC Rally & Star Trek TNG.£26.99 

Ultimate Race.£LOWEST 

Ultimate Soccer Manager '98.£24.99 

Unreal.. £29.99 

Vegas Grls.£14.99 

ViRTUA Cop 2.£29.99 

ViRTUA Fighter 2.£28.99 

Virtual Pool 2.£23.99 

Virtual Snooker.£19.99 

VIRUS.£19.99 

Warcraft 2 Deluxe inc 50 extra ievels + hint book...£24.99 

Maximum War - 1650 levels for Warcrah 2.£14.99 

Warhammer 2; Final Uberation.£25.99 

Warlords 3.£27.99 

Wing Commander Prophecy.£28.99 

Wipeout 2097.£31.99 

World Rauy Championship (Network Q Rally 2) .£20.99 

Worms 2.£26.99 

X Com; Apocalypse.£27.99 

X Miles - Data Disk for Network Q Rally.£6.99 

Yoda Stories.£16.99 

Zork Grand Inquisitor.£27.99 


1 1th Hour + 7th Guest.£13.99 

3D Lemmings.£11.99 

3D Ultra Pinball.£10.99 

1944 Across the Rhine.£9.99 

AIOCuba.£9.99 

Actua Soccer.£11.99 

Armoured Fist.£10.99 

4^endancy.£10.99 

A Train.£8.99 

Big red Raong.£9.99 

Broken Sword.£10.99 

Cannon Fodder 2 -i- Dune 2.£13.99 

Caesar.£9.99 

Capitausm.£9.99 

Championship Manager 2.£9.99 

Championship Manager Germany '95.£2.99 

Championship Manager 2 96/97 Data Disk.£7.99 

Chronicles of the Sword.£8.99 

Chronomaster.£8.99 

CIVIUSATION. £9.99 

Cricket '96 (FiEaRONic Arts).£10.99 

Crusader No Remorse £ 10.99 

D. £9.99 

Dark Forces.£12.99 

Deadune. £9.99 

Desert Strike & Jungle Strike.£9.99 

Destruction Derby.£12.99 

Detroit.£7.99 

Doom 2.£11.99 

Dune 2.£11.99 

FI Grand Prix.£9.99 

F22 Lghtning 2.£9.99 

Fade to Black.£9.99 

Fields Of Glory.£7.99 

Final Doom.£9.99 

Flight of the Amazon Queen + FxausiVE Hint Book!..£9.99 

Fught Unumited (DOS).£9.99 

Full Throttle.£12.99 

Gabriel Knight.£9.99 

Grand Prix Manager.£7.99 

Harpoon Classic.£9.99 

Heretic; Shadow of the Serpent Riders.£11.99 

Hexen.£11.99 

Holmes 2; Rose Tattoo.£ 10.99 

Indycar.£4.99 

INDYCAR 2.£9.99 

Jimmy White's Snooker.£10.99 

Kings Quest 7.£9.99 

Last Dynasty.£9.99 

Leisure Suit Larry 6.£10.99 

Links Golf 386.£6.99 

Uttle Big Adventure.£7.99 

Micro Machines 2 Speoal Fdition.£10.99 

Monkey Island 1 & 2.£13.99 

NASO^R Racing + Track Pack.£8.99 

NHL Hockey '96.£9.99 

PGA European Tour.£9.99 

Pirates! Gold.£9.99 

Pitfall.£9.99 

Police Quest SWAT.£9.99 

Power FI.£9.99 

Psycho Pinball.£11.99 

Railroad Tycoon Deluxe.£9.99 

Rebel Assault.£10.99 

Rebel Assault 2.£12.99 

Return to Zork.£7.99 

Riddle of Master Lu.£9.99 

Rise of the Robots.£4.99 

Rise of the Triad.£9.99 

Sam & Max Hit The Road + Day of the Tentacle...£13.99 

Scorcher.£12.99 

Screamer.£8.99 

Sensible World of Soccer (Furo '96 Edition).£9.99 

Shanghai.£9.99 

Silent Thunder.£9.99 

Sim City... £9.99 

Sim Ant/Earth/Farm/Ufe.each £8.99 

Sim Isle ... £4.99 

Sim Tower.£7.99 

Space Hulk 2; VOTBA.£10.99 

Speed Demons.£9.99 

Star Trek 25th Anniversary.£11.99 

Star Trek: Next Generation A Final Unity.£10.99 

Strife.£7.99 

SUKR EF2000.£12.99 

Super Streetrghter 2 Turbo.£11.99 

Terminal Velocity.. .£12.99 

Terranova. £10.99 

TFX. £10.99 

The Dig. £10.99 

Theme Park.£7.99 

Thunoerhawk 2.£9.99 

Tie Rghter CouEaoR's CD.£12.99 

Time Commando.£10.99 

Top Gun.£10.99 

Torrin's Passage.£9.99 

Transport Tycoon & World Editor.£9.99 

UFO Enemy Unknown.£9.99 

Ultimas.£10.99 

Ultimate Doom.£11.99 

Ultimate Soccer Manager 2.£9.99 

Under a Kilung Moon.£9.99 

US Navy Fighters '97..-..£11.99 

Warcraft.£16.99 

Warhammer: Shadow of the Horned Rat.£9.99 

WiaiAMS Arcade Classics.£9.99 

Wing Commander 3.£12.99 

Wipeout.£12.99 

Witchaven 2.£9.99 

World Rally Fever.£10.99 

Worms United_£10.99 

X Com; Terror From the Deep.£8.99 

XWing Collection + Rebel Assault.£13.99 

Z.£9.99 


WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 








































































































































































































































































































































































































































































































































QUALITY! SERV1CEI 


IE OF THE LARGEST SUPPLIERS 
RE IN THE COUNTRY TODAY!! 


HOME & REFERENCE 


DTP & GRAPHICS 



Nickelodeon 3D Movie Maker . 

500 Nations .. 

RRP 

. £49.99 . 

.£29.99 . 

OFFER 

.£32.99 

.£15.99 

Ancient Lands . 

.£29.99 . 

£24.99 

aIrt Gauery . 

. £49.99. 

.£32.99 

Autoroute '98 . 

.£59.99 . 

. £50.99 

Autoroute V5 UK & Ireland . 

.£59.99 . 

.£39.99 

Bookshflf '96 . 

MO 99 . 

£39.99 

ClNFMANIA '95... . 


... £12.99 

Cinemania '97. 

Composers Couection . 

Creative Writer & Fine Artist . 

Dangerous Creatures . 

Dogs . 

. £49.99 . 

. £69.99 . 

. £59.99 . 

.£29.99. 

.£39.99 ... 

. £18.99 

.£40.99 

. £28.99 

. £10.99 

£24.99 

Dinosaurs . 

. £29.99 . 

.£24.99 


.,.£39.99 

£17.99 

...£39.99 

...£62.99 

.£24.99 

£24.99 

.£24.99 

.£17.99 

£24.99 

£24.99 

..£69.99 

£129.99 


Encarta World Atlas '98.£49.99 

Encarta '96. 

Encarta '98 Standard.£49.99. 

Encarta '98 Deluxe.£79.99. 

Freetings Workshop 2.£29.99 

Money '98.£29.99 

Music (Per Composer).£29.99 

Music Central '96.£49.99 

Music Central'97.£29.99 

Oceans.£39.99 

Ofrce '95 Standard V7.£199.99 

Ofrce '95 Pro.£299.99 

Office '97 Pro.£499.99. £199.99 

Plus (For Windows'95).£49.99.£35.99 

Plus FOR Kids.£19.99.£17.99 

PUBUSHER V2 FOR WiN 3.1.£99.99 £29.99 

Publisher '97 for Win '95.£99.99 £84.99 

Student Ofrce '97.£99.99.£CALL 

Student Pubusher.£39.99.£0^11 

Student Visual Basic/Visual C++ ...£99.99.£CALL 

Student Win '95/Workstation .£59.99.£CALl 

Student Works .£39.99.£CALl 

Windows'95.£99.99 £73.99 

Wine Guide.£49.99. £10.99 

Works V4 + Money '97.£79.99 £32.99 

World OF Fught.£29.99 £12.99 




^ £20.99 :: £28.99 : r- £28.99 

Disi^iev 

101 Dalmations Storybook .. 

101 Dalmations Print Studio 
Auddin Activity Centre ... 

Hercules Animated Storybook 

Hercules Print Studio. 

Hunchback of Notre Dame Storybook 

Lion King Animated Storybook. 

Lion King Activity Centre. 

Magic Artist. 

Mickey & Crew Print Studio 
Pocahontas Storybook.... 

Toy Story Animated Storybook. 

Winnie the Pooh Storybook. 


...£28.99 

...£26.99 

...£19.99 

£28.99 

£26.99 

£28.99 

...£28.99 

...£30.99 

£32.99 

£26.99 

£28.99 

£28.99 

£28.99 


BRODERBUND 


ArthuFs Birthday Party. Z . . 

Arthur's Teacher Trouble. 

Berenstein Bears Get in a Fight. 

.r..£15.99 

.£23.99 

.£9.99 

Dr Seuss ABC . 

.£23.99 

Green Eggs & Ham. 

.£23.99 

Gregory & Hot Air Balloon. 

.£16.99 

Harry & The Haunted House. 

.£23 99 

Just Grandma & Me . 

.£23.99 

Kid Pix Studio. 

Little Monster at School. 

.£23.99 

.£23,99 

Logical Journey of the Zoombinis. 

.£22.99 

Maths Workshop. 

.£23.99 

Ruffs Bone. 

.£15.99 

Sheila Rae, the Brave. 

Tortoise AND the Hare. 

.£23.99 

.£23.99 


_ _ _ _ lit-III 

^ £9.99 ^£24.99 : ^ £12.99 


EUROPRESS 

FUN SCHOOL 6 • Fairyland, Magiclano, Futureland ..£14.99 

FUN SCHOOL 5 - 5-7 yrs, 6-9 yrs, 8-1 Iyrs . each £18.99 

Fun School Language Labs.each £16.99 

Fun School 4 • <5/5-7/7-l Iyrs.£9.99 

Games Faqory.£26.99 

GCSE Maths/Engush/Physics.£14.99 

Hunchback of Notre Dame.£15.99 

Kuk N Play.£9.99 

grange SAT Tests .£9.99 




3D Walkthrough Home Designer.£32.99 

AAAtoB'98.£13.99 

AA Driving Test Pass First Time.£19.99 

BBC Atteborough's Antarctic.£23.99 

BBC Garden Designer 2.£12.99 

BBC Garden Designer 3.£19.99 

BBC Mastermind.£23.99 

Bodyworks 6.£13.99 

Compton's Encyclopaedia '97.£14.99 

Corel Draw 4.£16.99 

Discover Astronomy.£13.99 

ENacLOPAEDiA Britannica.£104.99 

Family Tree Maker V2.£16.99 

Flagtower Great Generals.£9.99 

Flagtower History of Medicine.£9.99 

Flagtower War in the Pacific/World War 2 each£9.99 

Flagtower Unexplained.£9.99 

Hutchinson's Interactive Encyclopedia '98.£29.99 

Infopedia UK.£12.99 

Kai's Power Goo.£29.99 

Key Home Gourmet.£6.99 

Masterclips Premium Image Collection 101,000£49.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of Great Britain.£16.99 

Oxford Interactive Encyclopaedia.£19.99 

Partition Magic V3.£42.99 

Pleasures of Sex (Telstar).£19.99 

Quicken 6 Deluxe.£53.99 

Quicken Family Lawyer.£2199 

Redshift 2.£24.99 

Smart Games (MENSA).£16.99 

Sophie's World.£28.99 

Taxcalc '97.£23.99 

Voice Type Simply Speaking.£42.99 

World Atlas V6.£12.99 



Creative Writer.£16.99 

Creative Writer 2.£24.99 

Explorapeoia of Nature.£14.99 

Explorapedia of People.£14.99 

Fine Artist.£12.99 

Fine Artist + Creative Writer Double Pack.£28.99 

How THE Leopard got his Spots.£19.99 

Magic Schoolbus ■ Dinosaurs, Oceans or Earth. EACH £24.99 
Magic Schoolbus - Human Body or Solar SystemEACH £24.99 

Magic Schoolbus Rainforest.£24.99 

OTHERS 


ANilJii'jJ 


Prj to 

£21.99 


DORLING 


-K1 




INPERSLEY 

1^-^ ft 


£25.99 


'DKlXHlinsKiulcnbx I 
CHILDREN S I 
DICriONARV' 

£19.99 T 


^-^Kiiaclqicdia of 

Space,!. 

•*. fliiivei'se 

‘ £25.99^. 


3D Skeleton. £20.99 

Amazing Animals Activity Centre. £20.99 

Ann Hooper's Sex Guide. £26.99 

BMA Family Health Encyclopaedia. £25.99 

Castle Explorer. £20.99 

Children's ENacLOPAEDiA. £25.99 

Childrens Multimedia Dictionary. £20.99 

Chronicle ENacLOPEAOiA of History. £20.99 

Chronicle of 20th Century. £25.99 

ENaCLOPEDIA OF NATURE, SCIENCE & HISTORY OF WoRLD£25.99 

ENaCLOPEDIA OF NATURE 2. £25.99 

ENaCLOPEDIA OF Science 1. £12.99 

ENaCLOPEDIA OF SOENCE 2 . £25.99 

ENaCLOPEDIA OF SPACE & UNIVERSE. £25.99 

History of the World. £20.99 

My First Aawzing World Explorer. £20.99 

My First Incredible Aaxazing Dictionary. £20.99 

Photo Gauery Children, Wild Animals, Dinosaurs, Insects 

& Bugs, Flowers, Classic Cars, Cats, Birds. each£8.99 

Stowaway. £12.99 

Ultimate Huaxan Body 2. £25.99 

Virtual Reality Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £20.99 

Way Things Work 2. £25.99 

World Atlas for Windows. £29.99 


THE 10 OUT OF 10 HANOI 

is q highly-ocdaimed collection of inenxensive packages aligned to the 
national curriculum which teaches solely through game-basM activities 
designed to stimulate your children and interest them. 10/10 is the 
UK's leading supplier of software to schools. All CD Rom or 3.5" disk. 
Choose from Early Essenliols (3-7 yrs). Junior Essentials (^11), Motfis 
( 6 - 


Choose from Early Essenliols (3-7 yrs). Junior Essentials (^11), Moth! 
Number 116), Maths Algebra (6-U, Moths English 1161, FrenA (6 
16), German (6-16), Es^ntial Wee (5-12).. —£12.99 EACH 


Adobe Photoshop 3.0.£189.99 

Clip Art Heaven Vol 2 + Book .£21.99 

Corel Gallery 2.£28.99 

Corel Draw 4 (Unboxed) .£19,99 

CorelDRAW 7.£149.99 

Corel Mega Gallery .£44.99 

Corel Printhouse Win 3.1 & Win '95.£23.99 

Fonts! Fonts! Fonts! . £6.99 

Key Mega Clip Art 15000 £24.99 

Masterclips 101,000 Image Collection.£49.99 

Mastercups 35,000. £31.99 

DK Photo Gallery Children,Wild Animals, Dinosaurs, 

Insects & Bugs, Flowers, Classic Cars.each £ 8.99 

Turbocad 2D/3D V3.£39.99 



After Dark V4 .. 

Beavis & Butthead. 

Catz/Dogz. 

Doom 2 Screensaver.., 
Fractal Chaos.. 

Simpsons. 

Star Trek TNG. 




...£16.99 

£11.99 

...£12.99 

£8.99 

£9.99 

£12.99 

£12.99 




\ 

£19.99 \ £21.99 - V- £29.99' 

Cleansweep '97. £32.99 

First Aid '97 for Windows '95 £21.99 

First Aid Deluxe '97 for Windows '95. £34.99 

Guard Dog . £37.99 

McAfee VirusScan V3. £24.99 

McAfee VirusScan V3 inc Quarterly Updates. £56.99 

McAfee Webscan V2. £24.99 

Nuts & Bolts . £37.99 

PC-CiLUN. £24.99 

PC-CiLUN V3. £39.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 

Uninstaller 4.5. £29.99 

WiNPROBE 4. £38.99 

LANeUAGE 

Global Languages - Learn to speak French, 
German, Italian or Spanish through listening, 

\ speaking and writing. Three levels on each disk ■ 
Beginner, Intermediate and Advanced 

0 T .T a ONLY £19.99 Each 
B eonz Think & Talk Range 

French/German/Spanish/Itauan or Japanese.Each £44.99 

EittOfSESS Language Lais French, German or Spanish. Give your 
CHILD A HEAD START WITH THESE FUN TO USE PACKAGES .£16.99 

Language Assistant (Transiator) Easily translates documents 
FROM OR INTO FRENCH, GERMAN, SPANISH OR ITAUAN.EaCH £19.99 

FI SIM 

Fa™ 


£18.99 I £21.99 | £22.99 ^ 

ADI Boo Read & Count 4-5/6-7yrs.£18,99 

ADI Engush & Maths 11 -12/12-13/13-14/14-1 5£1 9.99 

BBC Aniaaals of Farthingwood/Noddy.each £22.99 

BBC Attenborough's Antarctic.£22.99 

BBC PiNGU.£20.99 

BBC Wallace & Grommit.£16.99 

Iona Range • Milue's Math House, Muppets Beginning to Read, 
Muppets Read Usten Learn,Sammy's Science House, Etc....each £13.99 

Jan Pienkowski's Haunted House.£12.99 

Jump Ahead Toddlers.£17.99 

Jump Ahead Nursery.£22.99 

Lost Mind of Dr. Brain.£22.99 

Island OF Dr. Brain (3.5*).£199 

Madeline Puppet Show Deluxe.£28.99 

Marty & the Trouble with Cheese & Where's Morgan.£21.99 

Mathcao v6 FOR Students.£33.99 

Muppets Treasure Island.£24.99 

Oxford Children's Encyclopedia.£39.99 

Pass Your GCSE Maths (or your money back!) v2.£16.99 

Pink Panther Passport to Peril.£21.99 

Power to Little People Collection - Includes Sim Town, Zaark, 

Widget Workshop.£21.99 

Print Artist V3 (sierra).£9.99 

Print Artist V4 (Sierra).£17.99 

Revise GCSE Physics, Biology os Chemistry.each £18.99 

Sim Park/Sim Tunes.each £21.99 

Simpson's Cartoon Studio.£24.99 

Studyworks Maths/Science ages 14+.each £12.99 

The Cat in the Hat.£20.99 

Tuneland.£18.99 

Virtual Springfield.£18.99 

Whales & Dolphins.£9.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 


WHEEL 

Hand'Stitched 
replica FI 10" 
steering wheel , 
self-centering and 
torque action. LED gear change indicator. 
Gear change functions on steering 
column, 2 programmable buttons. Steel 
pedals. £144.99 

FI Sim Compact - as per FI Sim but 
without LED display and with durable 
plastic pedals rather than steel £72.99 


LOGIC 3 TOP GEAR 
STEERING WHEEL 

COMPLETE WITH WORKING GEAR5TICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/ACCELERATOR/FIRE, ETC. 

Suitable for use with au driving games, eg Screamer 
Rally, Grand Prix 2, TOCA Touring Cars, FI, etc 

PLUGS INTO all 

standard JOYPAD ports - NO SPECIAL HARDWARE REQUIRED 

ISPECIAL OFFER!! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GET £2 
OFF ANY 
DRIVING GAME 



0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (m«. ■ s.i) 

0113 234 0666 

CUSTOMER SERVICES (Men . Fri, 9.6) 
email: GameplayUK@aol.com 


GRAPHICS CARDS 


CH Fiightstick Pro Joystick.£49.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£114.99 

CH Game Card.£25.99 

CH Gamestick Joystick.£21.99 

CH F-16 Fighter Stick.£94.99 

CH F-16 Combat Stick.£61.99 

CH Racing Wheel.£47.99 

CH Racing System.£82.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad **Pro**.£27.99 

Saitek Megagrip 8 Joystick.£8.99 

SuNCOM F-15E Talon.£44.99 

SuNCOM F-15E Raptor.£29.99 

SuNCOM G-Force Plus Yoke.£34.99 


Sidewinder 'Precision* Pro . £46.99 

Sidewinder Force Feedback. . £109.99 

Microsoft Sidewinder Gamepad . £29.99 



THE WORLD S FIRST SD 

GRAPHICS CARPI! 

Featvrin* tne latest Power VR Aroare-level 
}| accelerator chip ano a liontnino fast 
128RIT 21 ORAFNICS CARO, TNE AfOCAIYRSE SF 
IS THE MOST POWERFOl ORAFNICS CANO 

availaileI Comes iunoleo witn Mecn 
Warrior 2, Ultimate Race, Wifeout 2097, 
Tomr Raioer ano Terracioe to oet yon ooinoI 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D 8MB RAM.£189.99 

Apocalypse 3DX - Power VR 8D accelerator chip. 
Comfatirle with all DirectDraw 2D graphics carps 
Apocalypse 3DX +■ 5 game demo CD .. .£64.99 
Apocalypse 3DX -+ 5 games usted above £94.99 




a Alfa Twin Auto-Switch & 2 Player Aiwtor 

■ A Sputter cable with a oiFFEKNa! 

Compatible with Win '95 and DOS and 
ALL X)YSTICKS/PADS, THE ALFA TWIN ALLOWS 2 
i 99*3 devices to be CONNEOED TO ONE JOYSTICK 

PORT. Can be Daisy-chained to auow up to 
4 SIMULTANEOUS DEVICES. 7fT LONG LEAD. 


ideologic 128-bif soundcard is the 
first commercially available 
soundcard that supports this 
incredible audio technology and is 
less than half the cost of the next best 
card on the market!....£64.99 


THBUSTMASTER PRODUCTS 

Thrustmasteii T2 Steerinc Assew 

Comes with Steering Wheel Gearstick, Pedals & Programm¬ 
able Buttons. RRP £15(9.99 OUR PRICE £99.99 
Thrustmaster GPl Steering Wheel 
Bonus Pack - Now includes Network Q Rally. X Miles 
& Power FI!! RRP £79.99 OUR PRICE £4^.99 
Maximise performance & responsiveness with a 
Thrustmasler ACM Game Card.£26.99 



F-16 FLCS Joystick- Features Four 4-way hats, 

3 BunoNS, Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS Throhle - True Repuca of F- 16 Throttle Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3-position switches & 4-way radio switch. £109.99 

F-22 Joystick. £129.99 

X Fighter Joystick. £38.99 

RCS Rudder Control. £109.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick - 4 Way Hat 
Switch, Weighted Base, 3 Beveled Buttons, 

Quick Action Trigger and Thrustmaster i 

QUAUTY AND DURABILITY! ALL FOR.. .£29.99 

Top Gun Joystick + Top Gun game (by 
Microprose). £38.99 




X36Fg<?HT?T)q(&THR9TmPACK 

Unarguably the best bundle this 
Christmas! Excellent reviews 
FROM all magazines, EVERY FEATURE 
conceivable - CALL FOR MORE INFO 

£84.99 


Brilliant new concept in games 
control ALLOWS YOU TO PLAY AND 
MASTER COMPLEX GAMES MORE EASILY. 

Simply touch the piqure to 
control the game! Fully 

PROGRAMMABLE, 8 WAY THUMB PAD 

£39.99 



m 


^ NEW Megapad MX632M 

8 BUnONS, individual turbo and auto- 
fire SEua. LED, Auto-caubrating, 15 Pin 

£14.99 




$ft|TjKA(;tMA?TjRlS 
4 MicROswrrcHED fire buhons with 
TURBO-FIRE, HaT SWITCH, SEPERATE 
THROniE LEVER, PROTEIN RUBBER GRIP 

£28.99 

Saitek X36F Programmable Flightstick .£59.99 

Saitek X35F Throhle Rudder System .£39.99 



3D Stereo, 128 instruments, 10 channel mixer. 
Creative Webphone software, microphone, 
SPEECH recognition SOFTWARE FOR UP TO 30,000 
COMMANDS{!) AND MUCH MORE SOFTWARE! 

SPEAKERS 


■A 

« |»l: i 

■Mil 


■UB 


Logic 3 Screenbeat 6 AaivE Stereo Speakers -15W, Bass 

Reflex System, Magnetically Shielded.£15.99 

Logic 3 Screenbeat 25 AaivE Stereo Speakers - 25W, Bass 

CONTROL, Power supply. Headphone socket.£24.99 

Logic 3 Screenbeat Sub 50 Sub-Woofer System - SOW, 
AaivE Stereo, Sub Bass Speakers, Dual Audio input..£49.99 
Logic 3 Screenbeat SB300 Super Woofer System -1OOW, 
Dynamic Bass Super Woofer, Variable Bass, Swivel Mid/Hi 

Frequency Speakers, Power Supply, 3 Speakers.£99.99 

Screenbeat Deluxe Headphones & Boom Microphone.E 10.99 
Screenbeat Swivel Boom Microphone.£8.99 


^ £12.99 : 


[ 1 

;; £31.99 ; 

1 1 

; £46.99 '1 

L J 

J I 


ZYDECZY-FI SPEAKERS 

/ VouiME Control / Bass & Trbu Control 
/ Active/Passivh / Crystal Clear Clarity 
/ Highly Recommended 

' Compaq Speakers (8w, 18w peak).£12.99 

■ Standard Speakers (12w, 64w peak).£31.99 

■ Pro Speakers (36w, 120w peak).£46.99 


Why not visit our new club 

SUPERSTORE WHICH HAS JUST OPENED IN 

Leeds at the address on the order 
form! All items in the store are at the 

SJKME DISCOUNTED PRICES AS OUR MAIL 
ORDER DIVISION. 

Plejlse note that there is no charge to 

BUY FROM US BY MAIL ORDER BUT A ONE 
OFF MEMBERSHIP PEE OF £5 IS PAYABLE IP 
BUYING PROM OUR SUPERSTORE. NUS CARD 
HOLDERS AND OAPS £2.50 

irsos (mmm m 

WQ3 ■ 


Name:. 

Address:.. 


?5<Cut out this order form and post to: 

GAMEPLAY, ENTERTAINMENT HOUSE, 
CIX>SS aiANCmX)R snm, LEEDS, LS6 210 

.Have you ordered before? Yes / No 


Item description 


Price 


Postcode:. 
Tel:. 


..Fax:. 


CashQ Cheque □ Postal Order □ CardQ 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Postoge is FREE fof all games shipped within the U.K. Off p 

Optional NEXT DAY DELIVERY available: £4.00 for 1 st 
item plus £1.00 for eoch subsequent item. 

Over^as postage ■ £2.50 per soflwore item 1 w 1 

£ 

£ 


Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation. E & OE. 


, Card No. □□□□□□□□□□□□□□□□□□ Expiry Date □□/□□ Issue No. □□ , 

_ SWITCH ONLY — m 

‘Please note that express cheque clearance does not apply to Building Society cheques. 
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128 FEATure 


Contr^cl 


& 1b me ihi inast oot of ifoor 
^ gainiis, it’s best to have a 
laod BonMer. Thb laonlh we 
e 

f toogh Onniini PC test... 


IIITRARAGER PC 

Interact 

£29.99 

01204 062020 

n epending on which kinds of 

games you're in to, it's best to 
get hold of the appropriate game 
controller to play them on. Interact, who 
have a string of different gaming 
peripherals to their name, have just 
released the UltraRacer PC, and as you 
can probably tell from the name, it's 
geared at those with a love for racing 
games. However, this is no big racing 
wheel. Instead it's a controller with a 
strange twisty bit at the top, similar to the 
devices which come with radio controlled 
cars for children. 

From the box, the UltraRacer PC looks like 
it's not all that good. But tear away the 
packaging, get it in your hand and you'll 
soon come to the conclusion that it's not that 
bad after all. 


eolc? 


As with most controllers, the UltraRacer PC 
works better with some games than others. For 
example, when playing EA's Test Drive 4, the pad 
was not responsive to slight movements, but 
when a larger one was made the car shot off 
into barriers and onto the grass. Other games 
though aren't so bad and are very playable. So, 
it all depends on the particular title. 

As well as the mini steering wheel, the 
front of the controller homes six buttons, two 
of which are for auto firing. On the side you'll 
find a mode switch and X and Y Axis Trim. A 
very good throttle trigger can also be found on 
the bottom. This is of course meant to be used 
to accelerate your car and for this it's great. 

Installing the controller is relatively easy. 
There are no install disks. Instead you just 
need to go to the control panel in Windows 95 
and select '2-axis, 4-button joystick.' 

This is a great original product which works 
very well with some racing games, and not so 
well with others. ■ 


viRifn 


An original idea 
which works quite well 


PC PRWERPAR PRR 


Interact 

£24.99 

01204 062026 


I f you own, or have seen the Nintendo 
64's own pad, you'll be glad to learn 
that the functions of this controller are quite 
similar. There's both a digital and analogue 
directional control (to switch between the two, 
just flick a switch) and six different buttons on 
I the main face plus another setting on the top. It 
doesn't end there though, and even caters for 
flight simulator fans with a useful throttle. Another 
fire button is even tucked away underneath the 
pad (again, just like the Nintendo's). 

With some different controllers, the installation 
is done directly via Windows 95's own control 
panel. The PC Powerpad Pro however comes with 
its own floppy, and setting up is a breeze - just 
chuck in the disk, follow the instructions and 
you're sorted. 

When it comes down to playing games, you'll 
notice that the Powerpad Pro is useful for almost 
anything. Switch on the Digital directional control 
for a beat-'em-ups and then change for a racing 
game or flight simulation. 


As well as featuring an array 
of different switches buttons, the 
Powerpad Pro is also very conformable in 
your hands. It looks pretty cheap, but is 
surprisingly very sturdy. 

If you're not too bothered about getting a 
controller especially designed for a particular game 
genre and want something that will more or less do the 
same job at a cheaper price, this is super. ■ 


The only thing it doesn't 
do is the washing up 


VERilTiTl 























POWERRAMP MITE 

Act Lads 
E 

See local stockists 



he features of the PC Powerpad Pro 
I slightly resembled Nintendo's pad, 
and this little mite looks quite like the 
PlayStation's own controller. However, that's 
where the similarities stop. 

Instead of just plugging this pad directly 
into your PC's game port, this one needs to 
be attached through your keyboard instead. 
As you will notice from the shots, the main 
six buttons represent keys on your keyboard 
such as 'Ctrl', 'Alt' and 'Space'. So, if a game 
supports the 'Space' key, you are able to 
press the relevant button in the game and it 
will perform the action which the 'Space' key 
would have. These defaults can be changed 
though as the pad is fully programmable. 

Overall the pad feels very sturdy. The 
buttons are also very well placed and the 
directional pad works nicely well with 
beat-'em-ups. 


CVCIONE 3D 

Interact 

E49.9S 

01204 9B2026 



hen it comes to flight simulator 
I sticks, the list goes on, and on. 
There's a huge variety available at various 
prices, so it's inevitable that some are going to 
worth a look and others not. Compared with 
some of the other flight sticks available for 
around the same price. Interacts latest model, 
the Cyclone 3D, isn't brilliant. For starters, it's 
nice to have a stick that's heavy and feels like 
the proper thing. The weight of the Cyclone 
isn't all that impressive, and it certainly 
doesn't look and feel like as professional as 
some of the Thrustmaster or Saitek models 
available. However, there is one feature which 
makes it stand out from the rest. The main 
stick itself twists as well as moving left and 
right. Yes, it acts as another axis, so in all 
there are four. At first I thought that this was 
a good idea, but when there's already a button 
which allows you to look left and right, it 
seems pretty pointless. 

In total there are six buttons on the 
actual stick and a 4-way view button (that's 
the one for looking around you when you're 
in the cockpit). On the base there are a 
further twelve which can be programmed to 
perform different commands selected by the 


VERl 


IpT An average stick with a 
III I couple of nice features 


m 



A keyboard game pad... 
Interesting! 


FEATurel 


If you own just one game port (on your 
sound card for example) and don't want to spend 
money getting a game card put in your PC, then 
the Powerramp Mite is excellent. If you don't 
though - well, why not just get a normal pad? ■ 


user. This is done with relative ease, just 
by pressing the program buttons, and then 
selecting the buttons in the game which 
you want it to copy. Fortunately, even 
when you turn your computer off, the 
joystick will still remember the 
commands. You can also toggle 
between the left and right buttons, so 
if the six buttons on one side are 
enough for one game, you can also 
store information into the other 
side for a different simulator. 

Apart from this though, the 
Cyclone is unfortunately 
pretty bog standard. ■ 


POWERRAMP 


MBilHi 
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Publisher: Eidos 

Championship Manager has reigned for 
several years as the best football 
management sim around, and now the 
latest version has been recognised by 
Ultimate PC readers as the sports title 
of the year. A fitting reward for a 
game that allows players to manage 
any club from seven of Europe's major 
leagues and fields a database of real 
players that runs in to the thousands. 
The great quality of this game is not 


its content, but the way it can draw 
the player in as if they were a real 
manager! There can't be many who 
have played this game and not sat up 
until 3 am promising themselves 'just 
one more game.' 


3-FIFA Road to World Cup 

Publisher: Electrnnic Arts 

After a couple of disappointing performances. 

Electronic Art's FIFA hit top form again with 
this fantastic World Cup offering. With all the 
teams from the World Cup qualifying groups 
all around the globe, real players and 
grounds and excellent commentary, players of 
Road to World Cup can really capture the feel 
and excitement of arguably the greatest competition on earth 
Graphically this latest FIFA title is the best of all the footy 
games we've seen (especially when run with a 3DFX graphics 
card), and it's got the gameplay to match! It's not as instantly 
playable as second placed Actua Soccer 2, but with practice it's 
ultimately more rewarding. 


2 - Actua Snccer 2 

Publisher: Gremlin Interactive 

Gremlin Interactive scored a winner with the release of 
the eagerly-awaited Actua Soccer 2. Following up from 
where the original left off, the game boasts superb 
arcade football action set within some glorious 
stadiums. All the major UK teams are included in the 
game, any of which players can pick to take part in several cup and league 
tournaments. There's real player names and stats for the die-hard fans and fast 
flowing football for everyone. Whilst FIFA Road to World Cup is more of a 
simulation and demands more practice, Actua Soccer 2 is more arcadey with 
easy-to-grasp gameplay and simple controls. 
















1 - Carmageddon 

Publisher: SCI 

Although Screamer Ratty pushed it close, 
there was never any doubting that SCFs 
I Carmageddon would eventually come out 
on top as the best racing game of the 
year. There's something perversely 
compelling about it, as you tear around 

■ from checkpoint to checkpoint running 

; down pedestrians as you go, that keeps 
you playing for hour after hour. There's 
; much more to this game than simply 
, running down helpless civilians though, 
like 36 massive race locations, numerous 
; different vehicles, power-ups and a six- 

■ player network mode that's, quite 
literally, bloody brilliant! If you want 

j more 'guts' from a racing game, then 
I this is where you'll find it. 


2 - Screamer Rally 

Publisher: Virgin 

Virgin score their second podium 
finish with yet another superb 
Screamer title from Italian 
developers Milestone. With both 
previous Screamer titles proving 
enormously popular, this third 
offering had a lot to live up to and 
it never let anybody down! In fact, 
it pushed Carmageddon all the way 
to the chequered flag for the 
number one spot, but was pipped at 
the finishing line by just a handful 
of votes. Nevertheless, superb 
graphics, a challenging AI, 
demanding tracks and gripping 
multiplayer action helped steer this 
to its coveted position. 


3 • Ignition 

Publisher: Virgin 

The amazing showing of Virgin's 
Ignition in last month's top fifty games 
of 1997 was probably the biggest 
surprise to be thrown up (although 
FIFA's relatively weak showing wasn't 
far behind on the shock list). Having 
been caught out once, we weren't to 
be had a second time when the game 
polled enough of your votes to rev its 
way in to the top three, nudging past 
FI Racing Simutation and Internationat 
Ratty Championship along the way. The 
variety of vehicles and wonderfully 
designed tracks, together with the 
gloriously simple, yet challenging 
gameplay have made this an obvious 
hit with race fans^ I 



j^-j;j[||in|aRd and Conquer: 







"■ ■■■■ ■ 


3 - Age of Emgireo ^ 

Publisher: Microsoft 

Imagine the strategy of Civitization, 
with its technology development and 
resource management, combined 
with the real-time battles of C&C: 

Red Atert and you have a good 
impression of what Microsoft's Age of 
Empires is all about. A superb fusion 
of two different genres. Age of 
Empires - which also boasts some 
wonderful animation that brings 
each of the game's many units to life 
- is a top title and one we long for 
a sequel to. Internet and network 
multiplayer options make it a must! 


2 ■ Dungeon Keeper 

Publisher: Electronic Arts 

We were surprised not to see Totat 
Annihitation in the top three but 
Dungeon Keeper is a strong strategy 
game with an innovative angle. 
Players get the role of the keeper of 
a dungeon and have to provide 
rooms for their minions to dwell in. 
The variety of humourous units and 
rooms such as the graveyard and 
training rooms make this game 
pretty addictive. This game certainly 
relies on more than just building 
loads of units and then piling on 
the enemy. 

^ .... ■ 


Publisher: Virgin 

Despite the arrival of Totat Annihitation, 
C&C: Red Atert remained the fan's favourite 
and comfortably claimed the top spot as 
your favourite strategy game of last year 
(even though the game is now over a year 
old). With an aggressive AI, resource 
management, large maps and numerous 
missions. Red Atert is a compelling game 
that's simple to get in to, but hard to 
master. The single player game is good, 
but Red Atert is undoubtedly at its best 
when played against other human 
opponents via the Internet, or a network. 
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1-Worms 2 

Publisher: Microprose 

The worms are back and have wriggled 
their way to the top as the best 
multiplayer game of last year. The 
original was a riotous multiplayer title in 
itself, what with up to 16 people able to 
take part in a single game. The only 
problem was all 16 players bad to be 
gathered around the same PC. As well as 
offering more weapons, improved 
graphics and sound, Worms 2 features an 
Internet and network option to help ease 
any over-crowding! Now worms from all 
over the globe can pit their wits, guile 
and cunning against each other. Watch 
out, this one could get messy! 






f- 






2 - Hexen 2 

Publisher: Activision 

With the Quake engine behind it and 
featuring four character classes, an 
abundance of ranged and close 
combat weapons, impressive enemy 
AI and strong multiplayer support, it 
comes as no surprise to find Hexen II 
claiming a top three finish in the 
best shoot-'em-up category. There's 
much more to this game than simply 
running around blasting everything 
in sight though, like a myriad of 
puzzles to solve, character 
development and magic! 


3-JediKnight:DarkFerBes2 


Publisher: Virgin 

Following on from C&C: Red Alerts 
victory in the strategy category. Virgin 
score another success with Jedi Knight: 
Dark Forces 2 claiming a respectable 
third in the best shoot-'em-up class. 
Jedi Knights strength in this area lies 
not in the number of enemies players 
have to battle it out with, but in the 
character development, huge levels, 
atmospheric environments and familiar 
Star Wars foes.The decisions and 
actions of the player influence the 
skills they learn as they progress. 



2 - Hexen 2 

Publisher: Activisinn 

By utilising an enhanced version of 
the original Quake engine, 
developers Ravensoft were able to 
create a superb and compelling 
game that easily surpassed its 
predecessor and offered the same 
level of multiplayer support as Id's 
masterpiece. With four different 
character classes, each with their 
own unique attributes, Hexen /J's 
multiplayer mode offers, in many 
ways, a greater diversity of 
challenge than any other of the 
ubiquitous first-person perspective 
shoot-'em-ups. 



3-K-Wing vs TIE Fighter 

Publisher: Virgin 

If it wasn't for a few minor 
oversights, the Lucas Arts developed 
X-Wing vs TIE Fighter could well have 
improved on its respectable third 
place position. That considered, the 
game's strong showing so long after 
its release is testimony to the 
strength of its compulsive 
multiplayer mode. Choosing from a 
wide variety of authentic Star Wars 
ships, up to eight players can team 
up, or battle it out against each 
other through a number of 
challenging scenarios. Space 
combat has never been so good! 
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1 • Grand Theft Auto 

I Pubiisber: BMG 

j Amidst all the hype and media-induced 
i controversy. Grand Theft Auto seems to 
have come out on top after all, with its 
' addictive gameplay, stunning 
soundtrack and its full-on graphics. 
Offering numerous different motor cars 
and a good selection of hand weapons, 
the main premise of GTA is not to be a 
model citizen. Originality probably 
helped it on its way, and let's face it, 
what other game will let you steal the 
emergency services' vehicles, or try to 
sort out a drug deal gone wrong? 


2 - Dungeon Keeper 

Publisher: EA 

Having already notched up a second place 
in the best strategy category. Dungeon 
Keeper earns itself another podium 
position in the most original class. DK 
pushed Grand Theft Auto all the way to 
the wire, but was pipped by a mere 
handful of votes to the number 1 slot. 
Although it isn't the first game to cast 
players as the bad guy, DK boasts loads of 
refreshingly original features, which is 
what gamers have come to expect from 
one of the world's leading development 
teams. Bullfrog. 



1-EMk 


2-Eieetnii6Arti 


[ It comes as no surprise to find Eidos 
taking the top spot. We broke the good 
news to them and they responded: 

"We would like to thank the readers of 
UinwATE PC for their ongoing support and 
^ for voting Eidos Interactive as Publisher 
of the Year. 1997 was a wonderfully 
successful year, not least because of Lara 
‘ Croft and Tomb Raider II, but 1998 
^ promises to be bigger and better. Look 
out for a spectacular line-up of games 
that include Ian Livingstone's Deathtrap 
Dungeon, John Romero's Daikatana, the 
legendary Final Fantasy VII on PC and 
Championship Manager 3. 

Once again, thank you very much." 


On hearing of EA's second place, Simi 
Belo, UK PR Manager at the company 
stated, "We were very pleased with our 
line-up of PC titles for 1997, with 
several games such as Dungeon Keeper, 
Little Big Adventure 2, NHL 98, Moto 
Racer, Sid Meier's Gettysburgl, Theme 
Hospital and FIFA Road to World Cup 98 
becoming the mega-successful chart- 
toppers we expected them to be. By 
voting for these games and naming 
Electronic Arts as one of the two most 
popular games company, the readers of 
Ultimate PC have acknowledged the 
quality of our PC games." Simi Belo, 

UK PR Manager, Electronic Arts.' 




3 - Constructor 

Pubiisber: Acclaim | 

We were glad that you chose Constructor to ■ 
|| be in the top three, especially as the game 
5 was one of our first reviews in Ulhmate PC. 

[ Constructor is one of the most fun strategy 
; games available, with many gameplay 
; elements that you don't see anywhere else. i 
1 Players are placed as landlords competing f 
1 against each other for plots of Land. They 
I build houses and advertise for tenants. The 
I competition comes when your opponents J 
I send round gangsters, yobs and clowns to 
! disturb your tenants and it all turns into a ? 

! hilarious battle. ^ 



3 -JHra|n litenetbre 
ioteniiBnen 

Doug Johns, PR Manager at Virgin 
commented: "We had some great games 
last year with the likes of Blade Runner, 
Lands of Lore ^ and Broken Sword 2, 
and it's good to know that the people 
who bought them thought the same. 

I Now it's eyes front and time to get 
i ready for this year's line up which 
i includes Dune 2000, a new football 
i game called Viva and of course the 
! awesome Command and Conquer: 
Tiberian Sun to name but a few. Cheers 
to everyone who voted for us and hope 
we live up to and surpass your 
expectations this year." 
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Having dominated the real-time wargame 
genre for nearty a year, C&C: Red Alert was 
unceremoniously dumped from its top spot 
by the release of GT Interactive's stunning 
Total Annihilation. Developed by Cavedog 
Entertainment, the game adds new 
dimensions to the genre with its effective 
3D terrain, aggressive AI and superb 
graphics. With dozens of challenging 
missions and a full compliment of 
multiplayer options. Total Annihilation 
belongs in every gamers' collection. 


It's said that the best things come to 
those who wait, and anyone waiting for 
the release of Sensible Soccer 2000 is 
sure in for a treat. The original Sensible 
Soccer game was a benchmark title on 
the 16-bit consoles and Amiga and this 
new version promises to be the same 
on the PC. The game adopts a similar 
view to its predecessors and features 
the same fast flowing, intuitive I 
gameplay that made its earlier I 
incarnations such a massive hit. I 


0) Who developed GT Interactive's epic 
real-time wargame. Total Annihilation.^ 


0) In which country are this year's 
World Cup Finals being held? 


3D Realms' follow up to Duke Nukem 3D . j 
is one of the most eagerly-awaited titles 
of the year. Using an enhanced version of 
iD's Quake engine, it promises to deliver^! 
some stunning graphics and locations, 
hoards of enemies and a mighty arsenal M 
of weaponry. As with DN3D, gamers can : 
also look forward to plenty of wisecracks^ 
from Duke and lots of humourous 
touches. Expect full multiplayer support 
as well when the game is released in May^ 


entertainment for everyone. 


Q) Complete Duke Nukem's favourite 
quote 'It's time to kick ass and 
chew bubble gum...' 


Oddysee is set on? 



‘ 1 n 1M1 [ 

jili 



Jill, 




































1. Employees of Rapide 
Publishing are not allowed 
to enter 


2. Entries must be 
postmarked no later than 
28th February 


3. Multiple entries are 
forbidden - so don't waste 
your money on the postage! 


4. The editor's decision 
is final 


The picture does not 
necessarily represent the 
actual prize, but is merely 
representative of the kind 
of prize on offer. The actual 
prize may differ from the 
one shown here. The exact 
specifications of the PC are 
P200MMX, 32MB RAM, 12X 
CD ROM Drive, 2GB Hard 
Drive, 15" Monitor, 
Speakers, Keyboard, Mouse 
and Windows '95. 


Compared to the likes of Electronic Arts and Codemasters, GT Interactive is 
something of a newcomer to the video games industry having only formed in 1993, 
However, thanks to a superb selection of product, the company has established 
itself as one of the world's leading publishers in the relatively short time since. 

It all started for GT Interactive late in 1993 when the company published the 
revolutionary title, Wolfenstein 3D. The first 3D action game it was the precursor 
to id Software's best selling Doom and Doom II titles, the latter of which went on 
to sell over 1.8 million copies. In 1995 GT Interactive further strengthened it's 
position with the release of Ravensoft's Heretic and Hexen, as well as Mortal 
Kombat 3 - one of the best selling beat-'em-ups of all-time. Over the next couple 
of years the company continued it's phenomenal success story with Duke Nukem 
3D, Abe's Oddysee, Total Annihilation and Quake all topping the charts. 

With War of the Worlds, Total Annihilation 2, Duke Nukem Forever and Sensible 
Soccer 2000 all due for release in the coming months, 1998 could be an even 
better year for the company. And what of 1999? Well, who knows, but with 
developers like Cavedog Entertainment, 3D Realms, Oddworld Inhabitants and 
SingleTrac on their team, it seems a fair bet that GT Interactive will continue to 
release some of the most innovative and outstanding games. 
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solution 


Men In Black 

• • 

The flln is cool, the muslt is stiii sellini and people are still stash on the game. Men /o Black is the 
new BesUeat M - [ess gery, hot still packed with adventara. There are ohvionsly a few of yon 
alien bashers still having problems .finishing Ihd gains, so here’s-thesolnlion. ' * • 


s with most adventure 
I games, the best advice is 
always to 'try everything' no matter 
how obscure or strange it may seem. 
Search everywhere including the dead 
bodies of your fallen enemies, • 
examine anything you find from 
books to love letters, or anything 
else you might come across. If' 
someone has something to say then 
there is usually a good reason for it, , 
so keep your ears^pen for vital 
clues. It's also important to learn ^ 
some of the different aliens, don't '' 


waste your gun ammunition if you 
can take him out with your fists - 
you never know who's around the 
next corner... • 

• • i 

JSood luck... 


New York: The Initiation of 
James Edwards • * 

Objective: Investigate burglary, 
stop bomb from detonating and gain 
new identity. 


Take James through the first door on 
the left as you enter the house, then 
take another left and enter the room 
with the detonator. Quickly disable the 
detonator by reifioving the wire 
attached at the top when the red light 
is at its largest, then take ofit the • 
guard. Exit the room and defeat the 
next guard. Make your way to th^ room 
on the right side of the hoise and shoot 
the burglar by the^window, colLectr 

9mm ammo • 

Small medical kit 




The Men In Black film was a blast, though the female element was rather a token addition to the end. At least with the game you get to play as the girl - that should please our female readers! 







Exit the room via the win(Jow at the 
Far side to pursue the mysterious alien. 
Make your way down the ladders, avoid, 
the gunshots and collect: 


Small medical kit 


Stand at the edge of the railings 
where they are broken and make a 
swift jump dowifinto the skip below. 
Shoot the two men and then kick 
down an exk from the skip. Make your 
way along the alley defeating the 
three men on the way. At the dead 
end kick down the large doorway. 
Defeat the Ninja character and jump 
on the crate to the far.jfigRt-hand 
side, continue to jump up the rest of 
the'crates until you can grab the fire 
escap * to cdmb onto the roof. Defeat 
the two men collect: • 


Small medfcal kit 


Make your way to the top right of 
the*rooftop and stand on the wall, 
manoeuvre yourself to the very edge 
and [flake a jump, on to the next 
rooffop. Agaijj, defeat the two men 
and then proceed witt) another jump 
from the edge of the'roo#. Sh(V)t or 
fight the alien until he is» beaten 
and collect: 


Olmec idol 


Wait for Agent K to approach^ou 
and zap you with his 'flashy thing' and 
the chapter will close... 


Men In Black Head Quarters: Battery 
Park, New York^ USA 


Objective: Learn to use the Men In 
Black arsenal, get briefed and choose 
your^agent for mjssion one. 


Make yout way up the corridor of 
MiB HQ until you reach the shooting 
gallery. Choose your weapon (a little 
knowledge of the film might help you 
here) from the armoury and enter the 
doorway above. There are severaj^ 
stages Jamg| must progress through 
to get suited up, first the 
gallery itself: 


Gallery: Keep the gun target on 
screen (ALT) and shoot the aliens as 
they appear. Be careful to shoot only 
the ones appearing with guns and not- 
fehe innocents. 


SOlutiQnlMlal 


Alien: Get used to this guy cos you 
just might meet him again on^e day. The 
trick toteating him js to get in real 
close and pummel him - dan't.waste 
your gun ammo on him though. 


After your training is complete make 
your way to the MiB briefing room at * 
the centre of the HQ. After you have 
receive? your orders choose ffom the 
list of agents available, return to the 
armoury for a weapon and make 


Spend some time wandering 
around the base if you like, 
though you can’t go downstairs 




' Floating ^iscs: A few careful 
jumps here to the* next stage, there is 
no time limit so be patient and let 
the discs come to you. 


.j,' -y. 


.T - 




Once you have found your way down to the back alley, shoot and kick your way out of the trash 










naushot taken^ 


your way to the transport area to start 
your first mission. • 

Mission One: At The Arctfc 
Weather Station • 

H Objective: Restore communications . 

H and investigate th^mystery surrounding 

^ the Arctic weather station. 

« 

m Make your way frorh the helipad to 
the station just ahead. Enter the 
station, slot some money into the soda 
pop machine and give it a kick# Then 
exit through the door on the left-hand 
side, enter the shed an(j collect: 

• 

♦ Dorm key • 

Small medical pack • ^ 


The passages look alike so make 
sure you visit the out houses in 
the pht order 


^ Exit the shed and walk up to the • 
left and enter the dormitory, read the ■ 
newspaper for clues and enter the door 
to the top right. Examine the letter • 
and collect: • 


Ice axe _ • 

Small medical kit ^ 

• 

Exit the room and Read up the 
nearby corridor, go past the lockers and 
into the small room, collect: ^ 

Shotgun , 

Shotgun ammo 

• • 

Return to the lockers, open the one 
on the far left and collect: 

• # 

SmaU medical kit * 

Go back*down the corridor and 
through the final door on the left, beat 
up the man and read the note. Open 
the hatch door on the floor, and climb 
down the ladder, switch the light on 

and collect: • 

• • • 

J’iece of meat (use the ice axe) 

Make your way outside up the snowy 
steps and shoot the man, coUect: 

MiB gun ammo 

Enter the engine room and switch it 
on using the lever on the wait (it won't 
start the first time so you'll have to 
flick the switch twice). Now make the • 
trek all the way back towards the shed 
where you found the dorm key, but this 
time head past it to the infirmary on 
the right side. Swl^e your card cTn tlj^ 
machine by the door and then give the 
door a good kick. Collect: 

Large medical kit 

• • • • 

Check the chief's report and then • 

beat up the doctor. Examine the me«!ical 
report and read the diary. Collect: 


Blood vial 

Injector (on doctor's body) ^ 

* m 

Use the ii^ector on your agent to # 

^protect him front the virus and exit the 
infirmary. Enter the communications 
room opposite and give the meat to the 
dog. Collect; • " 

• Large medical pack 

Shotgun ammo 

Wait for the radio nTess^ge to 
come ^n and then tap your reply in 
morse code. Return to the main 
station^building where you first . 
entered the mission (if you haven't , 
injected yourself by now you'll die 
here from the virus), go through the 
door at the top into the office. 
Examine all the photos in the office 
and access the'computer (for those of 
you who can't work out the password 
it's 'daisy'). Click to enable 
surveillance and exit the computer. 
Play the tape recording in the * 
bottom-left corner of the^room and 
► open the safe to collect: * ' 


Exit the office and access the 
secuci^ terminal in the bottom-left 
corner of the room - pay special 
atter]Jion«to channel 3 as you need to 
locate this 'area. Make your way back to 
the engine room (through the 
dormitpry, down the hatch) and you'll 
find a new area has been revealed. Walk 
across the snow to the front of the 
sqreen and slip through the ice crack. 

Explore the maze of the atien. craft 
defeating the aliens and locate the 
following objects strewn around:.* 







Flare ^ 

Small medical kit \ 

• MiB gun ammo # » 

Eventually make your way to the 
large specimen room with j;he bodies,in 
storage (including the missing MiB • 
ageht) and use the fjare on the strange 
alien tentacles over the left doorway. 
Defeat more alieffs and collect: 

• • 

MiB gun ammo 

Large medical kit 

Eveptually you should arrive at the 
laboratory control room with four doors 
• - one left, one centre left, one centre 

• right and one right. Start wiih the door 

on.the left, defeat the alien'and collect: 

♦ • 

Red key * ^ 

# 

A self-destftjct d^ice has now been 
activated, so be quick now as ydu go 
through the door centre left and collect: 

• 

Blue key 

• * Allen container 

^ Large mec^cal kit 

^ Go through the door centre rjght and 

defeat the aljen, examine ttie map of 
the spaceship and activate the top 
centre button until it flashes blue. Exit 

^ back oufe ®f thf? door and go back 

throiigh the door on the far right where 
you originally came from - an alien wilt 

• try to stop you but try not to waste 
time engaging him. After you have 
exited this scene you should be able to 
see the transporter pad. Activate the 
controls and away you go... 

• •• 

Mission Two: The Amazon 

• Objective: Locate the contact 

Francisco and solvd the mystery of the 
missing miners. 


Make your way from the river dock 
to the second guard stood by the 
doorway. After you have been searched, 
open the door to Cara del Diablo's main 
street. The*first building on the left is 
the hotel/bar and this is where you 
should start out. Fight the grumpy 
barman and hij mate and collect: 
m 

* Special* gun ammo (you will 
receive ammunition for whichever 
gun you took from MiB HQ) 

MiB gun ammo • 

Go upstairs and beat up the bloke 
guarding the first floor. Collect: 

Large medical pack 

• 

Open th^door at the front of the 
screen and talk to Francisco, listen 
carefully to what he has to say as he 
holds vital clues. After the conversation 
exit the bar and make your way up the 
street to the infirmary. Open the door, 
enter the second room and fight the 
angry doctor. Search the room and the 
doctor's body and you will find: 

• 

' Credit ca^d 

Large medical pack 

• 

Run back to the river dock and you^ 
will find a drunk hanging around. 

Behind him is a cash machine on the 
wall - use the credit card here to make 
a purchase and you will receive: 

• • 

Ticket ^ 

f • • 

Take the ticket to Francisco then head 
back up the street and down the alley by. 
the side of Ihe Infirmary, examine the 
Stucco wall and open the segret door. 

Take out the guard with your MiB gun 
and climb up the steps-to the Security 
FIQ entrance. Stand on the edge of the 
step^ and make a swfft jump to the * 


ladders over by the ri^ht side. Scale the 
ladders and shoot the next guard on the 
rooftop. Search the guard andjiollect: 

♦ 

Key * ^ • 

Large medical kit 

• 

Open the hatch door on the rooftop 
and enter the FIQ. Search around and 

the room and collect: 

• # 

Key 

Face relief 

Page from book 

Exit through the door at the top of 
the room and head to the chapel at the 
end of the street. Approach tfie priest and 
present him with the 'gift' you received 
diiring the mission briefing at MiB FIQ. 
Listen to the alien and then collect: 

Reverberating Carboniser 

Back down the street again, this 
time towards the mine shaft. Fight or 
run past the three miners in the street 


In th^ chapel you will find the 
prtpst. He is not all that he 
appears to be - he is an alien 


It’s best not to start fighting these fellas, they don’t appreciate such violence 
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^and avoid tfie spotlights as you make 
your way to the mine. Open thg door at 
the end and run across the bridge into , 
the shaft itself #Don'1^shoot the 
panicking miner as he comes storming 
out of the first tunnel, but be prepared 
for the large alien following in his 
footsteps. Once* he's been taken care of 
head down the tunnel he came from ' 
and defeat the next alien, collect: 


iigufe Relief 


Head down the centre corridor^and 
defeat the next alien and^collect: • 


run ammo 


Then head down the final corridor on 
the right side, run past or defeat the 
alien and make ydur way to the ledge at 
the end. You need to shoot the large 
alien at the end of the floating rocks • 
now but ifie^ just out of range^of your 
gun, so snake a jump onto the first 
floating rock and as it gets to thO top 
of the screen shoot the alien until he 
dies. Now you can safely make the rest , 
of the jumps acros^the chasm until you 
reach the other side, and take your time 
to avoid making any slips. At the ' 
entrance to the Olmec'Temple either 
defeat or run past the alien and collect: 


coloured artefacts. The final positions 
should match with the ones In the ♦ 
corridor at the top of the steps and look 
like this... J 

Black 


th^page. Finally, put down the figure 
i^lief and again step (?ti the^tones not 
blanked out on stage three. Now the 
Olmec puzzle is solved exit the cave 
through the newly revealed exit. * 


Enter the Spore Nursery and defeat 
the three aliens in your path, collect: 


Small medical pack 
Large medical pack 
MiB gun ammo 


Alien greys are no match for 
your impressive selection of 
weaponsrso use them 


Panther Relief 


# White 

Once the puzzle is completed step 
into tl\e centre of the puz2;le and as 
long as it has been completed 
correctly the platform will sink down 
irito the main spore chamber, if it 
hasn't been completed ^rrejjtly your 
agent has probably been shredded to 
pieces by now. Once you're in the final 
chamber just defeat the giant byg with 
the bad attitude to progress fo the ^ 
next mis*sion... * 


Head down the temple steps to the 
Artefact Chamber^t the bottom." Yoi^ 
can't solve this puzzle just yet so head 
back up'the steps and watch out for an 
invisible enemy - defeat him to reveal 
the secret entrance to a new corridor. 
Beat the next alien ^nd collect: 


Enter the Olmec Temple and solve the 
puzzle that lies ahead. As long as you 
haye collected the three reliefs and the 
page from the book at Seciirijy HQ then 
you have the solution. Just place the ^ 
.face relief you collected down into the • 
centre of the puzzle and step on the 
stones blanked out on stage one of the 
collected page. When the large wheel# 
has moved to reveal a face, place the 
pantjjer relief you collected dbwn on the 
centre circle and this time step on the 
stones not blanked out on stage two of 


Idol • 

MiB gun ammo 
Small medical I9ack 


Examine the Olmec artefacts at the^ 
end of the corridor jarefullJ and then 
slot the one you have just collected 
into the centre of the puzzle. Notice 
that the colour of the front artefact has 
now changed^from white to black as the 
centre aftefactjies cast its shadow over 
it - this is important and will make the 
difference between your life anctdeatl>* 
when solving the Artefact ChaJnber * 
puzzle. Make ^our way back down tH^ 
steps and either avoid or defeat the two 
aliens lurking around. Once in the • 
chamber collect: 


Mission Three: Frales Island 


Objective: Stop the universal 
domination of the madman Skip Frales 
and his alien bug empire. 


^ Investigate the island beach and « 
defeat the guard and his dog, locate the 
newspaper for some more information. 
Activate the lift and make your way up to 
platform one, defeat the'guard and 
activate the lift again. Repeat process for 
platform one this time searching guard for: 


Red idol 
Blue idol 
White idol 
Green idol 
Black idol 


Small medical kit 


At the third platform defeat the 
third guard and run up the steps to the 
top, defeat the ^lien and you will be 
allowed access thrSugh to the Olmec 
Statue Chamber. Kill the fast dart 

• i 

shooting aliens (recommend you use the 
MiB gun here) and solve the Olmec 


^ ^0 solve the puzzl^place^the 
artefacts around the edge of the centre 
circle - there are five positions and five 


The hospital is full of gibbering wrecks, not unlike our offices after a deadline 
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The only way you are going to get past this part of the game is by lining up the beams of light corrjctly. Your prize Is 


to finally meet Skip Frales all kitted out in his armoured battle suit 


solution 


• • 

and then step on the cegtre blue 
square, the beam will open a^iew entrance. 

The steps will lead you dof/n to the 
Spore Farm where you will meet two 
mo're alien guards, defeat these and the 
next two aliens that appear as well. 
Search the alien bodies and collect: 

Small medical kit 

MiB gun ammo 

* Make your way througt> to the end of 
the corridor and exit via the large door , 
at the egd. You will now find yourself in 
a large open room with three round 
platforms - head towards the one on 
the left of your.screen first and defeat • 
the two alien'technicians. Collect: 

MiB gun amltio 

Small medical kit 

Red key 

Now head to the centre platform and 
defeat two more alien guards, then run to 
the final platform over to the right side 
and beat the last two alien guards (tip - 
stand behind the alien guard ^nd his 
friends shots may stray into him). Collect: 

MiB gun ammo , 

Use the reef key tb exit the level 


statue puzzle^ This one's quite easy - 
just step on the four stones in front of 
the statue wi the order shown 


through the doofs behind the large 
alien guard and enter the cocoon 
processing area, make sure you have ♦ 
your MiB.gun prepared to take out 
.sdme more dart shooting aliens. Check 
the floor and collect: " 

MiB gun ammo 

Exit the corridor using the door to 
the far right. To access the door you'll 
first need to activate the panels at 
each end of the corridor - just 
highlight them with the blue arrows 
pointing towards the exit. Defeat the 
two guards in the next corridor 
and collect: • 

MiB gun ammo 

MiB gun ammo 

Large medical pack 

Exit the corriclpr by highlighting 
the arrows on the panel as before. 
Make your way down the next hall 
and collect: « 

m 

MiB gun ammo 

* Special* gun ammo (again you 
will receive ammunition for whichever 
gun you took from MiB HQ) 

Enter the viewing room and de^at 
the two aliej guards. Search the bodies 
and collect: 

MiB gun ammo 


Large medical kit 


• # 

Turn off the stair lasers by 
shooting the contacts at the end of 
each besm - you'll Deed two shots for 
each one. Make your way down the 
stairs and to the Bio-Computer area. 
Give Farmer Bob a got)d beating and 
prepare yourself for the bug guy, 
deliver another beating and then wait: 
to the far-right corner of the stage 
where ftie steps are. 


You should soon find yourself face 
to face with Skip Frales now - give him 
a few moments to share his personal 
thoughts and ideologies and then get 
ready to give him a good solid beating. 
The best tactic is to use all your 
remaining ammunition on him and then 
stun him with your neurq^yser, then 
whilst he's paralysed give him the 
kicking he needs. If he's still around 
after being stunned (you get two shots 
of these) then finish hirff off with some 
traditional fisticuffs. 


Now the world is safe once more, 
you can hang up your suit and shades. 
Well, for the time being at least... 


Once you have finished the game, 
stamp your authority on a couple 
of big heads in the training room 
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Note on the solution to 


TEMPLE 


ISLAND 




Riven: There are puzzles 
within the game which 
are reset randomly each 
time a new game is 
started. In the solution, 
at certain times you will 
need to note down 
certain things for later 
use. This is vitally 
important if you want to 
finish the game. You will 
need to note the location 
and associated symbol for 
each of the Fire Marble 
Domes, learn the D'ni 
number symbols, and note 
the secret combination 
from Gehn's journal 


mrnm 

v:m 


When the cage in which you start the 
game opens, you will find that the 
telescope in front of you has no power, 
and neither the lever nor the button do 
anything. Turn back toward the cage, 
then go left and follow the steps up. At 
the top, turn left and go into the Gate 
Room antechamber. There is a button 
on the wall to your right. Push the 
button four times, then turn round 
leave the room the way you came in. 


Return to the path and turn left, and 
follow the steps down. At the end turn 
left twice until you face a locked gate. 
Click under this gate to get inside. 
Climb up the ladder and go across the 
board and through the now open door 
to the gate room. Go through into the 
cave and switch on the steam valve. 
This supplies power to the telescope 
near where you started, but don't worry 
about that for now. 

Leave and turn back towards to the 
gate room. Find the button on the right 
of the door and the lever on the left. Use 
the lever once, then press the button 
twice to rotate the gate room. Go 


The temple has two doors, one of them hidden in a corner. The other ieads to the eiectric tramway 


through the now open door into the 
second antechamber. Turn around to find 
another lever and button. Use the lever 
once, then push the rotation button 
twice to align the doors, then go back to 
the door by the bridge (the first one you 
came in through) and press the rotation 
button twice. Now go through the gate 
room and onto the bridge to the Golden 
Dome. Don't touch the lever by the 
doorway yet, as you need to get power to 
it first. Go over the bridge and through 
into the big chamber. Follow the catwalk 
left and go down the flight of stairs that 
circles halfway round the chamber, then 
go out onto the short catwalk. Use the 
lever on the steam pipe which turns on 
power to the West Drawbridge. Go back to 
the main catwalk and follow it to the 
left, ignoring the elevator button on the 
rock face. Go round the outside of the 
dome and through the tunnel to find a 
second steam valve. Use this to restore 
power to the bridge between the Dome 
and the Gate Room. 

Turn round and go back through the 
tunnel, ignoring the button on the left 
wall. Return to the Golden Dome and go 
through it and up the stairs and return 
to the gate room. 


Go across the bridge to the Temple 
Area. Go through the entrance and 
down the corridor. The door on the 
left will take you into the Imaging 
Room. Go in and turn round. The lever 
on the device to the left of the door 
as you are facing it opens another 
door into a room filled with pillars. 

Go back to the corridor, turn left and 
go down the corridor. Enter the 
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Temple by opening the stone door. 
Turn round to face the open door to 
the left of the hidden door you came 
in through. Go through it to find the 
Mag-lev tramline. Press the top of the 
glowing blue sphere to call a car. Get 
in, and turn the knob on the left to 
the right to rotate the car, then push 
the lever forwards. This takes you to 
the Jungle Island. 


Leave the car and turn right. Go 
forwards, then turn right again. Find 
a small wooden eye and rotate it to 
find the symbol carved on the back. 
Make a note of this, and the noise the 
eye makes as it turns. Turn round and 
go up the stairs, past the first 
landing and up further. Ignore the 
tram-call sphere. Go out of the tunnel 
and down the stone steps. At the 
crossroads go left and continue down. 
When you see the creatures sunning 
themselves on the rocks, approach 
slowly so as not to scare them off. 
When you reach the beach one of the 
creatures will call at you. Remember 
this sound for later. 

Turn right and follow the beach 
around the lagoon to the left. At the 
end of the beach, turn left and go onto 
the sandpit to find another wooden eye. 
Note the symbol and sound again. 

Return to the beach, and go back to the 
path. Turn left and follow the path up to 
the steps, then enter the tunnel. You 
come out on a wooden walkway - follow 
this to the end. You will see a guard 
tower with someone sounding the alarm. 



Go down the ladder to the empty Beetle 
Pool. Turn the tap on the right to fill 
the pool with water in a beetle-sliape. 
There is another wooden eye here. Note 
the symbol and sound again. 

Go back up the ladders, along the 
walkway, past the bearli and up the 
steps past where you came in, and 
right to the top. At the top go across 
the rope bridge. Follow the right 
branch, then take the next left, and go 
to the gate. Click on the beetle 
crawling on the gatepost and note the 
sound it makes. 

Go through the gate and into the forest. 
Follow the path down the steps, 
through a tree and past some glowing 
fungus. Turn round to see the giant 
dagger, at which point turn right and go 
down the steps. Find the wooden eye, 
and note the symbol and the sound, 
which is the same as the creature on 
the beach. 


Go back to the main path and go 
left. Take the right fork, go along the 
walkway and down. 

Ahead of you is a giant idol. Use the 
hidden switch on the top of the post on 
the right to open the idol's mouth, 
revealing steps leading upwards. Go up 
the steps, then turn round and use the 
lever to close the idol's mouth. Turn back 
and go into the elevator. Go up one 
level, and exit the elevator onto a 
catwalk. Follow this around to the right, 
go down a branch to the right and find a 
device called the Kinetoscope. Watch the 
changing symbols on the Fire Marble 
Dome and click the button on top of the 
Kinetoscope when the yellow one 
appears. This may take several tries, but 
persevere. This will stop the dome and 
the device rotating. Make a note of this 
symbol for later use, and remember the 
position of the dome. 

Go to the dome, then turn around. 

Go left and up the stairs to a tower. Go 
through the door and sit in the throne. 
Use the left lever to raise the throne, 
then look down into Crater Lake. Below 
you is the Wahrk Gallows. Use the right 
lever to close the platform below the 
gallows, then use the left lever to lower 
the throne again. 



Leave the tower and go back to the 
elevator. Go back down one level and 
use the lever to open the idol's mouth, 
and go out. Go along the path and you 
will see an animation of a native child 
who will run away as you approach. Go 
to the junction and take the right-hand 
path, go up the stairs and through the 
gate. Turn right onto the catwalk, and 
follow it around Crater Lake towards an 
elevated village of round huts. Follow 
the walkway round to the left, go up 
the ladder and along another catwalk 
to a spherical vehicle on the edge of 
the cliff. This is the Submarine. Use 
the lever on the left to lower it into 
the water. 

Go back along the walkways and 
down the ladders, follow the path back 
around the lake, up the steps in the 
blue-lit cave and out past the area with 
the tree stumps. Go back across the 
rope bridge and down the steps to the 
now empty beach. Carry on along the 
path and up the steps to the Beetle 
Pool. Go past this and down the ladder 
and you will find the lowered 
Submarine. Climb down into it. 

The controls in the Submarine work 
as follows: The gauge on the right is a 
power indicator, the handle in the 
middle turns the Sub around, the lever 
below that selects right or left at 
junctions, and the lever on the right 
makes the vehicle move forwards to the 
next stop. 

Turn the Submarine around, and go 
forwards twice, going left at the junction. 




That little round thing on the 
bedside table is a watch. Click on 
it to bear the sounds you need 



Look upwards and climb out. Go up the 
ladder to the Ladder Control Room. Move 
the levers so that all are pointing 
upwards. This extends all the ladders for 
getting to and from the Submarine. 


Go back to the Sub and turn it 
around. Go forwards, select left at 
the junction and go forwards. Climb 
out of the Submarine and go into the 
School Room. Find the hangman 
game. Use the ring on the base to 
start the game. When one of the 
figures lowers, count the clicks and 
note the D'ni number symbol that 
appears in the little window on the 



This is a tram car, which can 
take you quickly between the 
various islands of Riven 
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Go back to the Sub, turn around and 
go forwards once, select left, and go 
forwards again. Climb out and go to 
the centre of the Wahrk Gallows. Pull 
the triangular handle, which lowers a 
trapeze-like bar. Click on this and you 
will be lifted up to the top of the 
gallows. Go towards the circular door. 
Take the path to the right and follow 
it to a raised ladder. Click on this to 
lower it, and go down. Turn around 
and follow the path back around the 
lake, up the steps and back to the 
tree stump area. Take the first left, 
then right, and you will find a 
rectangular hole. Go into this and get 
into the cart. Use the lever on the left 
to set the cart in motion. This ride 
will take you to Crater Island. 


Below: Catherine’s prison. Yoo 
will need to hear the watch 
chimes to be able to set her free 


-Your cart ride ends at a wood chipper. 

Go to the end of the platform and down 
. the ladder to the beach. Go to the long 
jetty and along it to the centre of the 
lake. There is a handle which has three 
possible positions. Turn it to the middle 
position, then go back to the beach and 
go towards the Boiler. Go up the steps 
and around to the left to the controls. 
Turn to face the Boiler. Use the lever on 
the bottom right to turn off the heat, 
then turn the big wheel to drain out the 
water. Turn left and move the valve 
switch from left to right, then turn back 
to face the Boiler and use the switch on 
the upper right to raise the floor inside. 
Go back round to the door, which can 
now be opened. 

Go inside and down the drainpipe in 
the middle of the room. Click forwards 
five times through the darkness until 
you emerge high up on the side of the 
crater. Turn left and follow the path 
over the ridge to a balcony. Go onto the 
balcony, then turn round and look down 
at the hatch in the floor. Open this, but 
do not go in. 


front of the device. By repeated use 
of this device you can learn all the 
number symbols. These will become 
important later on. If you compare 
these symbols with the ones you have 
found on the wooden eyes, you will 
be able to associate an animal with a 
number, although you will not be 
able to find the one which goes with 
number one. 


Beetle = 

Frog = 

Beach Creature 
Wahrk - 


Two 

Three 

Four 

Five 


Turn to face the double doors on the 
balcony. Open them, go through, then 
turn round and close them again, 
revealing hidden doors on the right and 
left. Go down the left one and follow 
the steps down to a door leading to 
another Fire Marble Dome. If you look 
up, you will see a large hole in the roof. 
Remember this for later. Turn back to 
the door, close it and find another 
hidden entrance, leading to the 
Kinetoscope. Use this as before, noting 
the yellow symbol and hitting the 
button as it appears. The symbol will be 
needed later. 

Leave and go back up the stairs. Go 
past the double doors and down the 
other hidden passage. You will emerge 
on a catwalk high above the lake. Go 
forwards looking for a lever on your 
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right. Use this, which turns off the 
venti lation fans to the lab._ 

iilWjff MfW .nTnr 

Continue along the catwalk, through a 
short tunnel, and onto a bridge leading 
back to the Golden Dome. Use the lever 
to lower the drawbridge, and continue 
into the dome. Follow the catwalk round 
to the left. Go past the first left turn 
and carry on to the end. Use the wheel 
on the left to extend the catwalk. 
Continue forwards until you come to the 
catwalk back to the Gate Room. Use the 
lever by the door to raise the bridge in 
front of you and leave it there - you'll 
need it later. Go back into the Dome 
and turn right. Go down the stairs and 
out onto the walkway. Go round to the 
right and carry on forwards until you 
reach the entrance to the tunnel and 
press the button on the wall on right. 

An elevator will take you down a level 
to a tunnel. Follow the tunnel to a 
catwalk and go up the stairs to the 
Temple Island Fire Marble Dome. Use the 
Kinetoscope in the same way as you did 
before, note down the symbol you see 
highlighted, and remember the location 
of this 

Now go back down the catwalk steps, up 
the elevator, and back into the dome. 

Go back up the stairs and go right round 
the catwalk to the bridge you came in 
on, leading back to Crater Island. Go 
across the bridge, through the tunnel, 
past the lab, and all the way back to 
the double doors. Turn as though you 
had come through the double doors and 
go down the steps to the device at the 
bottom. (This is a frog-trap, but you 
don't need to use it to finish the game. 
It is fun though.) Look up to the 
ventilation shaft, and click on it to 
climb inside. Go along the shaft until 
you reach another grille. Click on this, 
and drop down into Gehn's Laboratory. 
On one of the benches is a wooden 
covered book. This is Gehn's diary. Leaf 
through it until you find five D'ni 
number symbols, and make a note of 
them. This sequence of symbols is 
different each time you start a new 
game of Riven. It is the secret code for 
opening the Fire Marble Domes. There is 
also a wooden eye on the bench. Note 
the symbol on the back, and read the 
note next to it. 

Go to the front door and open it so 
that it can now be opened from outside. 
Touch the glowing blue ball next to the 
door to call a tram, then go to the 
other door and exit the lab. Go down 
the stairs to the tram stop. 

Map Island. 
Leave the car and go down the passage 
in front of you. Go up the steps and 



Ride the electric tram to 









■7 


follow the path past the stone 
formations. Keep going until you find a 
large crack in the wall with an elevator 
in it. Enter the elevator, turn round and 
press the button. At the top, go 
forwards and look down over the edge. 
This is a map of the five islands of 
Riven. The panel of buttons in front of 
you selects each of the islands. Press 
one of the buttons, and watch what 
happens. Turn around and go through 
the elevator, and go towards the Map 
Room. Stop at the crossroads and look 
left, noting the position of the Fire 
Marble Dome for this island. Turn back 
and go into the Map Room. You will find 
that there is a pattern of square lights 
in the same shape as the button you 
pressed, lit up on the display in front of 
you. Press one of the squares, and 
examine the 3D map which appears. The 
handle on the side of the control is 
there so that you can turn the map 
around and look at it from any 
direction. You need to spot the shape of 
the Fire Marble Dome on each island 
and note its position on a 25x25 grid. 
This will be very important later on. On 
the map of Crater Island, you must look 
for the shape of the hole over the Fire 
Marble Dome. 

Leave the Map Room, go to the 
crossroads and turn right. Go to the Fire 
Marble Dome and note the highlighted 
symbol, then turn round and come back. 
Go across to the final branch of the 
crossroads. Go to the end of the 
walkway and find a broken Kinetoscope. 
Just click the button several times to 
stop the dome^^^^^^^^ 




Return to the elevator, go down, and 
make your way back to the tram car. Get 
into the car, rotate it, then get out on 
the other side. Go through the door and 
down the passageway. Use the lever on 
the left to raise an elevator - enter it. 


turn round and press the button. When 
the elevator stops, get out, and follow 
the passageway until you come to an 
animation of one of Gehn's staff, who 
will look at you and then flee. Carry on 
past the passage he ran down, and up a 
flight of stairs to the Underwater 
Survey Room. Sit in the chair and use 
the lever on the left to raise it into 
position. Use the right-hand lever to 
lower the colour wheel and look down 
at it. By selecting the finger holes next 
to each of the symbols them pressing 
the button to turn on an underwater 
light, you should be able to match up 
the symbols from the Fire Marble Domes 
to various colours. 


Circle with dot = green 

Circle with horizontal line = orange 
Horizontal eye with dot = yellow 
Vertical eye with dot = blue 


Horizontal eye with vertical line = red 
Circle with vertical line (light broken) = 

purple 

Clicking on the red light calls a 
Wahrk, which will get more aggressive 
each time it is called, until it finally 
attacks the dome and then leaves. 

Return the colour wheel to its up 
position and lower the other scanner. 
The left button shows you Catherine, 
the woman you are supposed to rescue, 
in her cell. The other button shows you 
a view from a remote camera in the lake 
where you found the Submarine. Rotate 
the camera until you get a shadow that 
looks a bit like a fish with a white eye. 
This eye is the final wooden eye. 
Remember this image for later. 

Put the scanner back and leave the 
room. Go back to where you saw the 
member of Gehn's staff run away, and 
take the passage he ran down. You will 
find a tram car, or if not, call one using 
the blue sphere nearby. This will take 
you back to the Jungle Island. 





I i 


I 


Exit the tram, go through the door and 
go to the wooden elevator. Go up one 
level, and get out inside the Idol. 

Open the jaws with the lever and go 
out to the wooden gate then turn 
right and right again. Follow the 
wooden catwalk and go down the steps 
through the blue-lit cavern and out 
onto the walkway around the lakeside. 
Go to the ladder that you lowered 
earlier and climb up it. Go along the 
walkway past the circular door. Don't 
worry about the guy inside. On the 



These symbols represent the 
different islands. Bottom right is 
the prison, top right the temple 
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wall on the right of the door is a 
button. Press this to open the door. Go 
back to the door and enter the cell. 
Click on the grating on the floor to ' - 
open it, then click on the water in the 
drain to find a catch which opens a 
secret door in the wall. Go through 
this and down the tunnel in darkness 
for seven clicks and you will come to a 
cave overlooking the sea. Click on the 
branch on the left wall to turn on a 
light, then turn round and go forwards 
until you see another light. Click on 
this to turn it on and progress up the 
tunnel in this manner until you find a 
stone door on the right. Click on this 
to open it, which blocks one tunnel 
but opens another. Go down the new 
tunnel and you will reach a room with 
a ring of stone pillars, each with a 
stylised picture of an animal. You need 
to match them up with the animals 
associated with the wooden eyes. 

Click the pillars in the following 
order: Fish, beetle, frog, beach- 
creature, wahrk. 

If you have got it right, the wall 
opposite the door should undergo a 
transformation, revealing a linking 
book. Open the book and click on the 


jungle gate, up the steps and across the 
tree stump area. Cross the wooden 
bridge and go down the stone stairs to 
the first landing and the turning to the 
left. Turn and go into the cave, and go 
down to the tram. Get in and go back to 
the Temple Island. Go into the Temple, 
and leave through the door in the 
corner on your left. Go up the 
passageway to the bridge, cross this and 
go into the Gate Room, which should be 
open. If it isn't, press the button by the 
door until both the door in front of you 
and the one opposite-left are open. 

Go through the Gate Room and 
across to the Golden Dome. The bridge 
which you raised earlier now goes up to 
a vertical slit in the dome. Go into this 
and forwards. Notice the lever on the 
right. Go on to the device on the floor 
ahead of you, and look down at it. This 
is the Marble Puzzle. 

You need to put five of the six 
coloured marbles into holes corresponding 
to the positions of the Fire Marble Domes 
on the map in the Map Room. The colours 
you choose must correspond to the 
symbols selected by the Kinetoscopes for 
each dome. See the accompanying picture. 
When you think you have got them right, 
go back to the lever on the wall, and pull 
it. When the press has lowered, click the 
white button which was under the lever, 
and you should hear an explosion and a 
whooshing sound which tells you that you 
were right. If not, then try again. This 
supplies power to all the linking books 
hidden in the Fire Marble Domes. 


moving image to be transported to the 
rebel Moiety Age. 


When you arrive, turn round and go into 
the room with the strange idol. Go up 
to the idol, then turn around to find a 
couple of Moiety rebels who shoot you 
with a tranquiliser dart. You will see an 
animation of what happens to you next. 
You eventually wind up locked in a 
room. Go to the window in the door so 
that they know you're awake, then go 
and look at the table with the bowl on 
it. Another animation will play showing 
a woman who talks to you in a strange 
language, then gives you your Trap Book 
back, and Catherine's diary. Have a 
quick look through this, and find the 
five-symbol combination which opens 
the telescope viewport. Close the book 
and the woman will come back and give 
you a linking book to use. Click on the 
moving picture to be transported back 
to the room with the animal pillars. 

Go back out of this room and open the 
passage back to the cell. Pull the wire 
handle to open the secret door and go 
through. Leave the cell, go to the right, 
down the ladder, and turn round. Follow 
the walkway around the lake, up the 
steps through the blue lit cave, past the 


Next, return to the Gate Room, go 
through it to the first entrance, and then 
turn round and press the button by the 
door three times. Go back through the 
Gate Room, leaving by the door you have 
just opened, and follow the catwalk into 
the Golden Dome. Turn left, and follow 
the catwalk round and down the stairs. 


The amazing pre-rendered artwork in Riven is superior even to that in Myst. Many things that seem to be decoration are actualiy vital clues 
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Go to the end, turn left and go out 
through the door. Follow the path round 
to the right and stop just before the 
tunnel. Turn right and click the button for ^ 
the elevator. Ride down, then turn and go 
down the tunnel to the catwalk. Go up 
the stairs to the Fire Marble Dome, go 
towards the centre of the dome and look 
at the controls. Find the sequence of five 
D'ni number symbols you took from the 
book in Gehn's laboratory. You should be 
able to interpret them as numbers, 
especially if you check out the boxout on 
this page. Move the sliders into the 
appropriate positions and press the 
buttons. This should open the inner 
dome, revealing the linking book within. 
Open the book and click on the moving 
image to be transported to Gehn's World. 


You arrive trapped in a cage. Turn 
round until you find a button set in a 


panel fixed to the bars. Press this and 
Gehn will come and talk to you about 
what has been going on in Riven. 
After his speech, he will hold open 
the Trap Book for you to use. Click on 
it at once, and you will be drawn 
inside. Gehn will follow a few 
moments later, which releases you 
and traps him in the book. You are 
now free to explore his room. There 
are two switches in the room, one to 
power up the linking books, and the 
other to lower the bars of the cage. 
Use them both, then go down the 
ladder to Gehn's bedroom. 

On the bedside table is a small 
metal sphere. Click on this and note 
the noises it makes, and the order 
they come in - you will need them 
soon. Go back up to the main room 
and stand where the cage was. Look 
down at the linking books and turn 
until you are facing the one with the 



If you’ve pressed the blue dome, a tram will be along in a moment. But you never get three at once 




single small square on the cover. 

Open it and use the link to get to 
Catherine's prison. 

Cstberiie’s Islano 

You materialise inside a Fire Marble 
Dome. Press the button on the floor 
to open the dome. Turn round and 
follow the path to the giant tree 
stump, go up the stairs and through a 
door to the elevator. There are three 
keys on the wall which make the same 
sounds as the metal sphere in Gehn's 
bedroom. Hit the keys in the right 
order and use the lever above the 
keys to activate the elevator. You 
have now freed Catherine, and you 
will see an animation of her looking 
very pleased. She will then leave. 
Follow her out, stop at the Fire 
Marble Dome and go back to Gehn's 
room. Use the linking book with five 
squares arranged in a square with a 
bit sticking out on the bottom left to 
take you back to the Temple Island 
Dome. Open the dome by pressing the 
button, then turn round and follow 
the catwalk back to the elevator. Go 
up, through the Golden Dome to the 
Gate Room and through to the way 
you first came in. Turn right, and go 
back down to the cage where you first 
appeared. Go to the Telescope and 
find the metal cover underneath it. 


There are five buttons on this cover. 

Open Catherine's diary and find the five 
D'ni number symbols for the code to 
open the cover. Press the buttons in the 
right order and then open the cover. On 
the bottom of the left leg of the 
telescope support is a metal bolt. Click 
on this to move it out of the way, then 
pull back and use the lever on the right 
to switch on the power. Press the button 
several times until the telescope smashes 
through the glass disk below it. The 
world of Riven will then self-destruct. 
Atrus will appear, closely followed by 
Catherine. Reunited, they leave by using 
a linking book, then you fall into the 
fissure and the game is over. The End. 



4 

5 
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Tip UlB BPiPnCB 

Tip the balance in ynur favnur with this essential cnllectinn nf mini-tips and cheats. If yen knew nf 
any mnre sned them in tn the nrnmal Rapide address. Yen never knew, yen might win a game! 


If you know of any cheats that 
we've missed out, send them to us 
at Tip the Balance, UmMATE PC, 
Rapide Publishing, 1 Roman Court, 
48 New North Road, Exeter, EX4 
4EP. There'll be a free game for the 
best of those printed. 


Age of Empires 

Press Enter to activate the chat 
mode and then type in any of the 
following codes (case sensitive): 
DIEDIEDIE - Kill everyone 
RESIGN - Resign from the game 
REVEAL MAP - Reveal Map 
PEPPERONI PIZZA - 1,000 food 
COINAGE - 1,000 gold 
WOODSTOCK - 1,000 wood 
QUARRY - 1,000 stone 

Beasts and Bumpkins 

Cheat Mode 

Type 'KNEELBEFOREME' at any time 
during the game, a sound will 
confirm the cheat mode. 

Press Fll once to enter the edit 
mode and then type in any of the 
cheats below; 

-G - Lots of gold 
-ol03 - For man or woman 
-Olio - For a cow 

-c - To duplicate the last created object 
-Ctrl-F6 - To remove the fog of war 
Press Fll once more to enter the 
Script mode. 

Type Toadmission', then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press Fll again to exit the cheat mode. 

Carmageddnn Cheats 

AT the main menu screen type 
ENABLE(quicl<ly) to be given access 
to all tracks and vehicles. You can 
now use all of the other cheats in 
the game... 

First of all, when the race starts 
use F4 to cycle through the modes 
until CFIEAT MODE appears. Then 
all the following cheats will 
become available: 

F5 Total repair 

F6 Toggle invulnerability on/off 
F7 Adds 30 seconds to the timer 
F8 Freeze/Unfreeze timer 
FIO Increment lap counter 


Fll Earn 5000 credits instantly 
FI2 Switch between each opponent's 
camera and your own 

SHIF-F6 Show opponents on map 

SHIFT-F7 Adds 300 seconds to timer 

SHIFT-F8 Toggle shadow between 

none/your car only/all cars 

SHIFT-FIO Increment 

checkpoint counter 

SHIF-Fll Lose 5000 credits instantly 

Power-ups 
0 Bonus 

1 Mega bonus 

2 Pedestrians glued to ground 

3 Giant pedestrians 

4 Explosive pedestrians 

5 Hot-rod 

6 Turbo pedestrians 

7 Invulnerability 

8 Free repairs 

9 Instant repairs 

SHIFT-0 Timer frozen 

SHIF-1 Underwater ability 

SHIFT-2 Time bonus 

SHIFT-3 Oh dear, bodywork trashed 

SHIFT-4 Blow yourself up 

SHIFT-5 Frozen opponents 

SHIF-6 Frozen cops 

SHIFT-7 Turbo opponents 

SHIFT-8 Turbo cops 

SHIFT-9 Gravity has gone strange 

ALT-0 Pinball mode 
ALT-1 Wall climber 
ALT-2 Bouncey-bouncey 
ALT-3 Oh dear, jelly suspension! 
ALT-4 Pedestrians shown on map 
ALT-5 Pedestrian extro-bastard ray 
ALT-6 Greased tyres 
ALT-7 Acme damage magnifier 

SHIFT-ALT-2 Instant handbrake 
SHIFT-ALT-4 Turbo 
SHIFT-ALT-5 Mega-turbo 
SHIFT-ALT-6 Blind pedestrians 
SHIFT-ALT-7 Pedestrian respawn 
SHIFT-ALT-8 Five free recovery vouchers 
SHIFT-ALT-9 Solid granite car! 

CTRL-0 Rock springs! 

CTRL-1 Drugs! 

CTRL-2 Grip-o-matic tyres 
CTRL-3 Pedestrian harvest 

Chasm 

At the main console, type in the 


following words for the relevant cheat; 
INVISIBLE - Two minutes invisibility 
CHOJIN - Become immortal 

AMMO - Full ammo 

ARMOR - 200% armour 

FULLMAP - View the full map 

KILL - Kill everything immediately 

Commanche 3 

Whilst flying press 'R' and enter one 
of the following codes; 

RATZ - Invisibility 

COWZ - Freeze your enemies 

D0G9 - Rearm weapons 

CAT9 - Repair damage 

Constructor 

If the council are doling out too 
many black marks to you, get 
yourself a level two house and 
make the tenants the 'punks'. After 
a short time, the 'punks' will start 
to complain about a hedge and 
you'll be given some more black 
marks if you don't reduce the 
rent considerably. 

If you do this you'll receive 
some white marks. With this done, 
put the rent back up and then 
wait for them to start complaining 
again. You can repeat this trick as 
often as you like, helping to build 
up hundreds, or even thousands of 
white marks. 

Here are some cheats from 
Jonathan Friel. The following 
cheat codes are for DOS 
Constructor only. The words must 
be typed in without any spaces 
on the single player or network 
selection screen. Each one must 
be finished by pressing return. 

You must makes sure that you 
cannot see any words being typed 
into the screen. When successful 
you will here a beep. 

Once in the game press C and 
you will notice a 'x' sign by the date 
at the top of the screen. This will 
show that the cheats you have 
entered are now activated. You 
cannot save a game and return to it 
later with the cheats still active. 

Speed471 - Allow speed up game in 
network mode 

Worker902 - Allow buying of workers 
at all times 


Gangster822 - Allow converting of 
workers to gangsters 
Weapons473 - Allow buying of any 
weapon for gangsters 
Tenantsl27 - Allow selection of any 
tenants at any time 
Fences673 - Allow selection of any 
fence at any time 

Loans039 - Allow borrowing of any 
amount from the bank 
Estatesl31 - Allow buying of an 
estate without limit 
Houses738 - Allow selection of any 
house at any time 

Build909 - Allow CTRL when placing 
house at any time 
Actions674 - Allow use of 
undesirable action on easy level 
Gadgets337 - Allow manufacture of 
any gadget in gadget factory 
Missions824 - Allow alt I to toggle 
missions on/off 

Complain840 - Allow Alt P and Alt M 
for supplying police and bribes 
Cadets552 - Allow team change in 
single player mode only 
Maps751 - Allow playing of any map 
with any No. of players 

Bie Hard Trilogy 

If you can't get Bruce Willis' arse 
into gear, try these tips for Die Hard 
Trilogy, courtesy of James Barnard. 

To get these to work simply 
puase the game then type R and 2 
simultaneosly to get cheat mode. 

Die Hard: 

Right,up,down,E: God mode 
Right,E,Down,0: Huge ammo Reload 
Right, Up, Down, Down,E,Right 
(repeat): Gun supply 

Die Harder: 

Type this code once for guns and 
twice for god mode: 

Right,Up,Down,E 

Right,E,Left,0,A,Down,E: Missiles and 
grenades 

Die Hard With A Vengeance: 

Left,0,Up,Down,E,Right: Infinite Lives 

Bungeon Keeper 

Type in 'please give all' at the 
main title screen and this should 
give you all the creatures, 
buildings and traps when you 
start a new game. 
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Extreme Assault 

Operation Area 1 

Mission 1: Shoot the hanger floor to 
uncover a secret area. Besides 
extras, you will also find a teleporter 
switch which will take you to the 
final mission of this area. 

Mission 2: Blast the hillside between 
the two trees located at your 4 
o'clock when you start the mission. 
Mission 4: Take a closer look at the 
church clock - it works! Destroy the 
steeple of the church to obtain 
some extras. 

Mission 5: As you are going up to 
the village you will see a single tree 
on your left. Shoot the base of the 
mountain behind the tree and a 
secret place will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6: Return to the tunnel you 
passed through before the mission 
started. Destroy the giant fan, it is 
blocking the entrance to a secret area. 
Mission 8: Descend to the castle 
ruins for some more power-ups. 
Mission 12: Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 

Operation Area 2 

Mission 1: At the beginning of the 
mission you can reveal a secret area 
if you turn round and shoot the wall 
behind you. 

Mission 3: When the mission starts, 
turn round and take out the gun 
turret in the alcove. Then destroy 
the wall behind it to reveal a 
secret area. 

Mission 9: At the start of the 
mission, turn round and shoot the 
gate on the back of the rock bridge. 

Operation Area 3 

Mission 1: Descend into the 
volcanic craters to find 
some extras. 

Mission 2: Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 

Mission 3: First fly to the aircraft 
carrier to collect the power-ups. 

Next go to the border of the 
mission area. Wait a short time and 
you will see an airliner 
approaching. Shoot him down with 
a guided missile and then check out 
the beach. In the jungle you will 


come to a fork in the road; shoot 
the tree with the birds in it. 

Mission 4: Destroy the statue in the 
village for some additional power-ups. 
Mission 5: When you come to a 
cave with a shattered bridge, 
descend to collect some extras, 
then fly straight ahead and shoot 
the apparent dead end to enter a 
secret area. 

Mission 6: One way to complete 
this mission is to first destroy 
the generator. 

Mission 7: You'll find extras behind 
the first moving wall and after you 
shoot a hole in the cave wall above 
the rock. 

Mission 8: Drop down into the highest 
crater and revisit the hall found in 
Mission 2 for some nice surprises. 
Mission 9: At the moving walls go 
straight, then down, then straight 
and blast a hole in the end of the 
tunnel for some extra ammo. 

Operation Area 4 

Mission 1: Shoot gate number three 
to collect some more extras. 

Mission 6: In the room with the 
descending ceiling, there is a secret 
passage to the right. 

Mission 8: Shoot the wall by the 
ramp next to the left generator to 
get a few power-ups. 

Mission 9: Some of the walls hide 
secret rooms. Start shooting to 
find them. 

Operation Area 5 

Mission 1: Kill the two friendly 
helicopters after they help you. 
Mission 2: Under the rock bridge is 
an entrance to a secret room. 

Mission 3: Check out the area where 
the tanks are coming from. 

Mission 10: A the beginning of the 
mission, fly to the right just outside 
the tunnel for some extras. 

Operation Area 6 

Mission 4: Follow the ice path to a 
cave that hides some extras. 

Mission 6: Find the bridge on your 
radar and then go up to collect 
your bonus. 

Mission 7: Shoot the right corner 
of the large building for help in 
defeating the final boss. 

Network Play 

Use the name HAMMER when you begin 


a network game. You'll be able to use a 
unique series of pre-recorded messages. 

The Cheats 

Type 'oh dear' over the main menu 
to activate the ALTl to ALTO 
cheats as follows: 

ALTl-Full ammo 
ALT2-Upgrade current weapon 
ALT3-Full energy 
ALT4-Indestructible 
ALT5-W0W!!!! 

ALT6-Mission completed 
ALT7-Deactivate enemies 
ALT8-Heli-mode 
ALT9-Tank-mode 
ALTO-Speeeee 

G-Poiice 

Type in the following at the main 
menu screen: 

DOOBIES - Infinite Shields 

MRTICKY - Infinite Weapons 

BENIHILL - Benny Hill-style cars 
STATTOE - In-game info 

Level Codes 

1 MADGAV 

2 DOLMAN 

3 SONAGAV 

4 ACEDUF 

5 JOJOGUN 

6 WENSKI 

7 SAEGGY 

8 MAZMAN 

9 DAZMAN 

10 DELUCS 

11 ANDOOOO 

12 KIMBCHS 

13 ANDYMAC 

14 YERMAN 

15 OLLIEB 

16 THEYOLK 

17 TONYMASH 

18 ANDYCROW 

19 BIONIC 

20 TSLATER 

21 lAINTHOD 

22 JONRITZ 

23 CLAIREC 

24 STEVEBOT 

25 ANGUSF 

26 EUANLEC 

27 EDFIRE 

28 STUBOMB 

29 THONBOY 

30 JIMMAC 

31 RUGGER 

32 ROSSCO 

33 CAKEBOY 


34 NIKNAK 

35 SAGLORD 


At the menu enter these 
for some fun; 

WOOWOO - Havoc Siren 

SUPACAM - Enemy FallCam 

PANTALON - All Secret missions 
(in Training menu) 

Grand ftieft Auto 

Change your name to any of the 
following for the desired result: 
itsgallus - Access to all the levels 
iamthelaw - No police around 
itstantrum - Unlimited lives 
suckmyrocket - All weapons and armour 
itcouldbeyou - 999,999,999 points 

At the character selction screen press 
Delete to change the character's 
name. Type in 'nineinarow' and this 
will give you access to all the levels 
(like the one above). Also, typing in 
'callmenigel' will allow you 
to get all the weapons each time 
you die and restart by pressing Shift 
and 8. 



When saving enter the 
following for a couple of 
useful bonuses: 

By a playstation - you got it, it's 
God mode. 

World of fish - you will be able to 
access any level. 

Holiday island 

If you're dream getaway island is 
turning in to a nightmare, then try 
the following cheat which will give 
you all the money you could possibly 
need. Simply press and hold Ctrl, 
Shift, Alt and G to get a whopping 
$4 billion deposited in to the bank. 

Hexen 2 

Press the ~ key to get to the 
console and then type in any of 
these cheats: 

God - Toggle God mode On and Off 
Give 2 - Gives weapon 2 
Give 3 - Gives weapon 3 
Give 4 - Gives weapon 4 
Notarget - Toggles On and Off 
whether the enemies can see you 
Changelevel X - Changes level 
(Replace X with the level name) 
Restart - Restarts the level 
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MiNI tip s 



These should help you complete 
the game. 

Ignition 

Type in the following at the main 
menu screen and you'll hear a signal 
letting you know the cheat has 
been activated: 

BANARNE - High cars 
SKUNK - See only wheels 
FILMJOLK - Ignition on acid 
SURMULE - Get all options, and all 
the tracks 

SVINPOLE - Extreme close up 
SLASKTRATT - Get super cars 
Type in any of these cheats at the 
main menu screen and you'll hear a 
noise which signals that the cheat 
has been activated. Type the cheat 
in again to turn it off, 

Banarne - Big cars 
Skunk - Just wheels! 

Svinpole - Extreme close-up 
Filmjolk - Psychedelic 
Slasktratt - Get all the cars 
Surmule - Get all the tracks 


Jedi Knight: 

Dark Forces 2 

If the force isn't quite with you, 
type 't' to go to the command 
console and simply enter any of 
the codes listed; 

KILL - Kill yourself 
REDS - All weapons 
BACTAME - Full health 
WAMPRAT - All items 
lAMYODA - Light force master 
SITHLORD - Dark force master 


YODAJAMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both light and dark 
force powers 

DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 

Littie Big Adventure 2 

A simple, but extremely useful 
cheat this one. Hold down the 
Shift key and type TWINSEN'S 
BACK to get infinite amounts 
of everything. 


I M ^ i I On the first island, 
where you start, go to the top of the 
hill where the ruins of the old 
citadel are and there is a 
cow there. Walk to the rear end of 
the cow and hold down the 'X' key. 
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now press and hold the arrow key for 
forwards and infinite clover leaves 
pop out of the cow! 

So now you know where to go for 
extra lives if you need them. 

Men In Black 

During play, hit the Esc key and then 
type in 'Dougmatic' This will return 
you to the game. Press the Esc key 
again and type in whichever of these 
cheats you like: 

Protectme - Immortality 
Moveme - Level skip 
AGENTJ - Play Will Smith 
AGENTK - Play Kevin Cunningham 
AGENTL - Play Laurel 


Press FI (Help screen) 
BTr^fli before typing these 
in (so you won't hit an already 
defined key). 

Then press ESC or enter to retrun 
to game. 

Codes for ALL of the Patches; 

ineedabiggun - Super Chain Gun 
power-up j 

holokurtisfun - Dummy power-up | 
nastyshotthanks - Homing sniper 
grenade 

tornadoaway - Twister power-up 
iliketolob - Mortar power-up 
kill - suicide! 

486ok - Allow 486 machines to run 

For un-patched final North 
American executable; 

makemefull - Health 
masterblaster - Gatt power-up 
twistandshout - Twister power-up 
biggrenade - Homing sniper 
grenade 

486willbeslow - Allow 486 
machines to run 

For European Version 

(Should work for No Blood German 

versions as well); 


ineedabiggun - Gatt power-up 
tornadoaway - Twister power-up 
holokurtisfun - Dummy power-up 
486okbyme - Allow 486 machines 


HQ - MIB Secret Headquarters 

Myth 

If you're stuck on this 
brute of a game, then hold down 
the Spacebar whilst selecting new 
game and you'll be able to select 
any level you like. Alternatively, 
during a level, hold down Ctrl and 
press the + key and you'll be taken 
straight to the next level. 

NBA Live B8 

For this selection of secret teams 
first click on the Rosters option and 
then choose Create Custom Team. 
Enter the following names as custom 
team names and you'll have the 
hidden teams; 

EA Europals 
Hitmen AllSorts 
Hitmen Coders 
Hitmen Earplugs 
Hitmen Idlers 
Hitmen Pixels 
QA Campers 
QA DBuggers 
QA Testtubes 
TNT Blasters 

Need For Speed II 
Special EditioR 

At the main menu screen, enter the 
following codes; 

BOMBER - A 50s-type chevy 
TOMBSTONE - Daytona car 
FZR2000 - Futuristic car 
RUSHHOUR - More traffic 

Here's a couple of extra cheats for 
Need For Speed II Special Edition 
courtesy of Mandeep Sidhu. Type the 
following in on the main menu screen: 
Slot - Turns your vehicle into a clot car 
Hollywood - Bonus track 

Mandeep also sent in the following 
codes for Carmageddon: 

Givemelard - Lots of money 
Spamspamspamspam - Pedestrians 
glued to the ground 
Superhoops - Explosive pedestrians 
Ihavesomespam - Lunar gravity 
Mooseontheloose - Pinball mode 
Buyournextgame - Jelly suspension 
Ilovenobby - Shows pedestrians on 
the map 

Russformario - Electro-bastard ray 
Hamstersex - Blind pedestrians 
Naughtytorty - Pedestrians are 
respawned 




Boysfromthebush - Grip-o-matic tyres 
Tramsaresuper - Pedestrian harvester 
Rabbitdreamer - Wild gravity 

NHL Breakaway SB 

Follow these simple instructions to get 
a player with 99 ratings all around: 

1 Create a player called Kelly Ryan 

2 Set his weight to 150 

3 Set his position as a forward 

4 Set his jersey number to 1 

Now exit and then re-enter the 
'create player' mode and he will have 
99 ratings for everything. 

Nuclear Strike 

Here's a selection of level codes 
which should help you through this 
arduous game: 

JUNGLEWAR 

BUCCANEER 

HAMMERHEAD 

DETONATE 

AFTERSHOCK 

BLITZKRIEG 

CHESSPIECE 

NOMANSLAND 

BASTILLE 

LIGHTNING 

UNLEADED 

GUNSRUS 

CHAINMAIL 

ONETWO 

APACH ELITE 

EAGLEEYE 

CROSSEYED 

OLDSCHOOL 

SURFIN 

SHARK BAIT 

MAD BOMBER 

CHEESYPOOF 

MPH 

PHOENIX 

AVENGER 

WARRIOR 

Dutlaws 

A keen reader, John Howson sent in 
these cheats for Outlaws, we thought 
it would be criminal not print them. 
OLJACKPOT - Add items to inventory 
OLPOSTAL - Gives all weapons 
OLASH - Gives full ammo 
OLCDS - Gives super map 
OLGUSHER - Unlimited oil 

Level codes: 

OLTRAIN 

OLMILLS 

OLRANCH 




OLCANYON 

OLTOWN 

Postal 

If you're struggling to overcome the 
army of enemies within the game, try 
a few of these cheats: 

Sternomat - Napalm 
Thebestgun - Auto-shotgun 
Dawholeenchilada - Grenades, 
missiles, napalm, and flame-thrower 
Thereisnoplacelikeoz - Skip level 
Thickskin - Armour 
Hesstillgood - Brings you back to life 
lamsolame - Invincibility 

CROTCH BOMB no, it doesn't make the 
guy's groin blow up, you get a full set 
of mines. 

FIREHURLER Fry your enemies with this 
lovely flame-thrower and fuel canister 
EXPLODARAMA just what it sounds 
like, you get explosive weapons and 
full ammo 

FLAMENSTEIN you get all fire-based 
weapons and full ammo 
TITANIII you get missile launcher 
and full missiles. 

CARRYMORE get backpack (2x ammo) 
LOBITFAR get full amount of 

grenades and petrol bombs. 
HEALTHFUL gives 100 health 

SHELLFEST nice auto shotgun 

CHTPOS kevlar vest and health 

Redneck Rampage 

There's a number of cheats for this 


PUAKt 2 

fGAHU WINNER 


Congratulations to Jamie Evans in 
London who wins himself a free game 
for these handy Quake 2 codes. Simply 
enter these codes at the command 

prompt (~) 


GOD 

God Mode 

N0TAR6ET 

No Target Mode 

NOCLIP 

No Clipping 

GIVE ALL 

All Items 

GIVE JACKETARMOR 

Jacket Armour 

GIVE BLASTER 

Blaster 

GIVE SHOTGUN 

Shotgun 

GIVE SSHOTGUN 

Super Shotgun 

GIVE MACHINEGUN 

Machinegun 

GIVE GRENADELAUNCHER 

Grenade Launcher 

GIVE ROCKETLAUNCHER 


Rocket Launcher 

GIVE SHELLS 

Shells 

GIVE BULLETS 

Bullets 

GIVE GRENADES 

Grenades 

GIVE ROCKETS 

Rockets 

GIVE SLUGS 

Slugs 

GIVE MINES 

Mines 

GIVE NUKE 

Nuke 

GIVE QUAD 

Quad Damage 

GIVE REBREATHER 

Rebreather 


game all of which can be typed in at 
any point during the game; 

BUBBA - An aiming site 
RDALL - Have all keys, ammo, 
health etc. 

RDBETA - Message 'Eat me!' 

RDELVIS - Message 'Elvis Lives!' 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 

Rise Of The Triad 

Select a new game and when 'The 
Hunt Begins' has loaded up and you 
are standing in front of the Heat- 
Seeker, bash in these cheat codes: 

DIPSTICK - Enable cheats 

CHOJIN - Woundless with weapons 

HUNTPACK - Outfit player 

RIDE - Missile cam 

TOOSAD - God Mode 

SEEYA - God mode as well 

LONDON - Fog on 

NODNOL - Fog off 

BOING - Elasto mode 

BADTRIP -- Shrooms mode 

FLYBOY - Mercury mode 

GOTO - Level select 

JOHN WOO - Extra pistol 

PLUGEM - MP40 

VANILLA - Bazooka 

HOTTIMES - Heat-Seeker 

BOOZE - Drunk missile 

FIREBOMB - Firebomb 

BONES - Flamewall 

SIXTOYS - All items 

SHOOTME - Bulletproof armour 

BURNME - Asbestos armour 

LUNGDUNG - Gas mask 

GOOBERS - Restart episode 

REEN - Restart level 

GOARCH - Skip level 

PANIC - Loose weapons 

86ME - Suicide 

MAESTRO - Jukebox 

CARTIER - Reveal map 

Screamer Raily 

Type the following cheat 
codes in on the main screen: 

TRAMO - All tracks 
CARBO - Hidden car 
LEALL - All leagues 

Shadow Warrior 

Try these codes and kick some 
ass: 

SWGREED - God mode with all 
items, 

ammo and weapons 
SWCHAN - Pre 

to fly 

SWGIMME - All i 

added 

inventory 

SWTREKxx - Warp to 

level 

(xx being the number of the level) 
SWGHOST - 


Clipping 

- Exposes map and turns line-of- ^ 

SWMAP - Automap 

sight off 

star Trek: Star Fleet 

Turok: Dinosaur Hunter 

Academy 

Go to the main menu and enter any 

If you want to be able to fire whilst 
still cloaked, try activating the 

of the following codes under the 

cloaking device and then go to red 

Enter Cheat option: 

alert status. As long as you get red 

THSSLKSCL - God mode 

alert activated before the ship 

CMGTSMMGGTS - All weapons 

disappears, you'll now be able to fire 

BLLTSRRFRND - Unlimited weapons 

whilst cloaked. 

FRTHSTHTTRLSCK - Infinite lives 
RBNSMITH - Big heads, 

TOCA Touring Gar 

invincibility, all weapons. 

Enter your name as one of the 

unlimited ammo and credits 

following; 

SNFFRR - Disco mode 

CMGARAGE - Two extra cars 

DLKTDR - Wireframe mode 

CMTOON - Cartoon sky 

THBST - Gallery 

CMCOPTER - Chopper view 

FDTHMGS - Credits 

Tomb Raider II 

Uprising 

Type these in during the game for 

Level Skip 

the relevant effect: 

Hold a flare in your hand, hold 

Mo money - Extra Troops 

Down and Shift, the press 

Forwards, Backwards and turn 

Way mo money - Extra Power-ups 

around three time before 

Wipeout 2097 

jumping forwards. 

Edward Hale sent us some useful tips 
for Wipeout 2097. If you type RUSH 
on the title screen and then at the 

All the Weapons - As above, but 

main menu type: 

jump backwards instead of forwards. 

xteam - enables the piranha team 
xclass - enables the phantom class 

Total Annihilation 

Press enter to get to the message 

xtrack - get all tracks 

screen and then press + followed 

If you pause during a race and 

by typing in one of the following 

then type 

codes (remembering to press enter 

in these: 

again afterwards to activate it); 

Psymega - 

ATM - Increase metal and energy 

Infinite weapons 

by 1000 

Psyprotect - 

Radar - Acts like 100% 

Infinite energy 

radar coverage 

Psyrapid - get the 

DoubleShot - Two times damage of 

all weapon fire across 

board 

NowISee 

- t 

% 1 

# 

machine gun 




jt- 
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There are plenty of choices if you want first-person action. Is this Shadow Warrior or Duke Makenil 


what ahoiit this one? Real 
time strategy games are due for 
a hit of a shake up, anytime soon 
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Saake 11 may he the best of the hunch, hut just 
wait until you see what Half-life looks like 


I he world of computer 
\ gaming is beset with a 
problem, and it is this: ninety 
percent of the games that are 
released are genre clones, almost 
devoid of any spark of originality 
and merely copies of something 
which has gone before. Sometimes 
the clones are as good as the 
original, occasionally a few are 
even better, but they are still 
copies. Total Annihilation is a fine 
game, don't get me wrong, and I 
like Dark Colony a lot, but they are 
just copies of Command & Conquer, 
and I swear if I ever see another 
C&C clone, it's going straight in the 
bin and will be the first game ever 
to score a negative percentage. We 
get to see a lot of this sort of thing 
here at Ultimate PC, so let's see if we 
can't sort out the original players 
from the substitutes. 


Although it was a development of 
Wolfenstein 3D, Doom was the game 
that really put id software on the 
map, and it has gone on through 
several versions to become one of the 
most imitated games ever. Its 
addictive blend of real-time 30 and 
adrenaline pumping action caught on 
at once, and before long the imitators 
were at work. Some were better than 
others. Duke Nukem, for instance 
quickly became a classic in its own 
right, and has spawned its own line 
of clones-of-a-clone, such as the 
amusing Shadow Warrior. But other 
Doom-dones, such as the lamentable 
Chasm, were not so blessed. It 
sometimes seems as though every 
game publisher in the world has 
signed some secret pact to release at 
least one first-person 30 shoot-'em- 


up each month. Tis the Oevil's work, 
you mark my words. 

Of course, now that Quake II has 
conclusively proved that id still have the 
magic touch, we can confidently expect a 
renewed outburst of cloning technology. 
If you thought Oolly the sheep was a 
remarkable breakthrough, just you wait. 


- 


Here at UinMATE PC, you sometimes hear a 
noise almost exactly the same as the one 
the zombies make in Resident Evil, a sort 
of low, desperate moaning sound. If you 
hear this, it means one of us has installed , 
a game for review, only to discover that, 
under all the "Never before in the history 
of computer entertainment..." hype that 
we get from the PR companies, lies yet 
another C&C clone. 

At the last count there were just 
over a million different variations on 
the same real-time strategy theme. 

Earth 2140, Dark Colony, Dark Reign, 

Total Annihilation, Conquest Earth, 
Warcraft, Z, Human Onslaught, 7th 
Legion, KKND Extreme, etc. the list is 
literally endless, because in the time it 
has taken me to type out those ten 
titles, another eleven C&C clones have 
been released. In fact, look, there goes 
Starcraft, and look out! Here comes War 
of the Worlds'. Scientists have predicted 
that by the year 2010, the entire 
surface of the Earth will be covered to a 
depth of over a mile by a layer of C&C- 
type computer games, and that we will 
all have to go and live on the Moon. 
Actually, that gives me a really good 
idea for a new computer game. You have 
these two factions, you see, and you 
have to mine CD-ROMs for energy... 








There are more real-time 
strateg? games on the market 
. than there are fish in the sea 


Right then, hands up anyone who 
can tell me which game these 
screenshots are from? Anybody? 
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I often wonder who buys flight sims. I 
have been told by about a dozen 
different people that if you play Microsoft 
Flight Simulator, you can get time off the 
hours of solo flight you need to obtain a 
private pilot's licence. If this is actually 
the case, I'm taking the train from now 
on, and I will wear a crash helmet when 
within a mile of any airport. This 
estimable but venerable piece of software 
has, like many of Microsoft's products, 
been around since the dawn of time. 
Pterodactyls used to practice on it, which 
may explain why they became extinct. 
They had to spend so long reading the 
five-thousand page manual, they had no 
time left for eating and breeding. 

One of the most remarkable things 
about the flight sim genre are the number 
of simulators that are made of the same 
aircraft. Straight off the cuff, I can think 
of five separate titles based on the 
Lockheed F-22. Add to the list the F-15, 
F-16, and all the other high performance 
fighters flying around people's hard drives, 
and I think a pattern is beginning to 
form. There are literally dozens of combat 
flight simulators around, and some of 
them are very good indeed. The 
developers often work closely with the 
aircraft manufacturers to ensure near-total 
realism. However, if you count the number 
of simulators specialising in civilian and 
commercial aircraft, you will still have 
spare fingers using only one hand. 

All those people who try to convince 
you that they buy flight sims because 
they want to learn to fly are talking out 
of their afterburners. What they want, 
what they really, really want, is to blow 
things up as spectacularly as possible. 
Just like the rest of us. 


Plane Crazy offers sometliing 
new to fans of both racing games 
and flight sims at the same time 


Now was this one Joint Strike 
figlitrer, if 22, f-22 Raptor, or 
perhaps Jet fighter foil Burn! 



Let’s face it, everyone loves to 
blow things op, and what better 
way than with a fast jet fighter 


Now this, you would think, should be a 
fairly easy genre to get to grips with. I 
mean how many variations can there 
possibly be? You take a car, draw out a 
few tracks, add a few things like hairpin 
bends and checkpoints, make the 
graphics as realistic as possible and 
' Bob's your aunty's live-in lover... 

You can call it anything you like, from 
Screamer Rally to Test Drive 4, or Need for 
Speed 2, or Andretti Racing, or TOCA 
Touring Car. You get the general idea? Yes, 
well it ain't quite that simple, see? For 
starters, the car. A bit dull, so let's make it 
a futuristic hover car, and stick some guns 
on it, and before you know it you've got 







Wipeout 2097. You want powerboats? Try 
Speedboat Attack or Powerboat Racing. 
Alternatively, if you suffer from sea 
sickness, try racing planes in Plane Crazy. 
And then there's those tracks. Once you've 
done roads and mud and Grand Prix 
circuits, what is there left? Well if you wait 
a little while you could get Micro Machines 
V3 and race on snooker tables, garden 
ponds, and laboratory benches. 

I suppose because the idea of a race, 
where everyone starts at A and the first 
one to arrive at B is the winner, is such 
an elementary concept, the designers of 
racing games really do have their work cut 
out to make their products original in any 
way at all. I think the only type of race 
that I have never seen done on any type 
of computer or console, is horse racing. 
Perhaps I should patent that idea... 


If your finest hour is playing flight simulatnrs, 
then you certainly have plenty to choose from 
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The first issue of Uitimate PC 
proved a huge success, hut if 
you missed out, get a copy uow! 



2M 


resounding success 
75,000 

^ niay have been down to 

wMch 

i ^ HUi included an exclusive 

-JEl Resident Evil demo and 
a playable demo of Constructor, Then again, it could 
have been because of the interview with Deathtrap 
Dungeon creator Ian Livingstone. Or perhaps the 30 
full reviews. Or the Premier Manager tips. Or the 
Unreal, Quake II and Tomb Raider II previews. 
Whatever the reason, this baby was packed, so if you 
missed it first time around, don't let it slip through 
your fingers again! Just send your payment with the 
completed form to the address listed below. ■ 





BS bbbu Issues B 
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1G4 pages uf news, previews 
aud reviews made the secuud 
issue une unt tn he missed! 


ULTIMATEpitWWWfgmOT«BWfc.»^^ 

Specu^mceOHLY: 


. S I ^ I exclusive 

Jh idi HJLH preview of 

m'*- Westwood's stunning 

fifode Runner, and a 
ES^ibr exclusive review 

i of Perfect Assassin 

. C . ensured issue two of 
UmMATE PC carried on 
ui*sas*SiB “ itJi il where the first one 

left off. With over twenty reviews, numerous 
previews, a solution to Little Big Adventure 2 and 
up-to-the-minute news on the best upcoming titles, 
it's an essential read. Coming with a free CD and a 
16 page Tomb Raider II supplement it has 
everything the serious gamer needs. If you're tired 
of paying through the nose for other magazines, and 
want a quality PC gaming magazine at an affordable 
price, the this is the magazine for you! ■ 


^V^KvITTOjIMI 


pi 




Over 20 reviews inside the 
magazine and 20 piayahie damns 
nn the caver CDs - aii fur 03.50! 


HlS Men in 
j llpl'l # " 1 review was just 

• \ 

bulging issue. 

Amongst the others 
') ^ Meier's 

" Gettysburg!, Total 

rti Lin Annihilation, Worms 2 

and Jedi Knight: Dark Forces 2, For those of you who 
need a helping hand through your games, there's 
also solutions to The Feeble Files and Excalibur 
2555, as well as a tips guide to Dark Colony. As if 
all that wasn't enough, featured on the cover are two 
CDs crammed with all the latest playable demos. 
Included amongst these are; Jedi Knight, CM 97/98 
and Screamer Rally. All this at the stunning price of 
just £3.50 - what more could any gamer need? ■ 


Packed with news, previews and 
nver 30 reviews, the fuurth issue 
nf Ultimate PC is nut tn he missed! 


U LTIMATE DVfR £5000 WORTH OF PRIZtft-. 


WORTH OF PRIZE^.'W 
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he exclusive 
review of GT 

owrao . ^jlLLLl t 

^ Interactive's 

definitive platformer, 
pUf l; V Oddysee and a 

1 ^ review of Tomb 

DEATHTOAP DUNGEON S OniHor n fho 

— gU LVJ highlights of this 

niS!r’.sT:r.r.’'.i.“’^ ,-^-12311 stunning Christmas 

issue. Other Christmas crackers included Screamer 
Rally, Uprising, Actua Soccer 2, Grand Theft Auto and 
THQ's Pax Imperia - all of which were fully reviewed. 

With a Tomb Raider II demo and an enthralling 
Men in Black demo, the Ultimate CD continued to 
maintain the high standard set by that on issue one. 

With 164 pages of PC news, previews, reviews 
and tips, issue five of Ultimate PC is the essential 
read for the die-hard PC gamer. UO 


A world exclusive review of Eidos’ 
Oeathlrap Oungeen makes this an 
essential read for all PC games fans! 




market exploding into 
^ frenzy of releases 
^ ny -^rriifc -^ Christmas, this 

ri^ New Year offering 

ii featured over thirty 

full reviews. Amongst 
PUIS! .TTSflM them are Virgin's Blade 

Runner, Activision's Quake II and a world exclusive on 
Lidos' Deathtrap Dungeon. Issue five of Ulhmate PC is also 
packed with previews, including ones for Die By the 
Sword, Ultimate Soccer Manager '98 and Battlezone. 
There's also the usual CD crammed with demos. 

With a full and comprehensive solution to the 
first part of Tomb Raider II propping up the rear 
of the mag, there's undoubtedly something for 
everyone in this massive 164 page issue. flU 


For a comprehensive review of 
Activision’s BaWeionB check out 
issue six now! 
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»i-' BJUl world 

exclusive review 

- |5S|^ of Activi si 0 n's 

Battlezone, issue 6 

V " is an essential read 

anyone who 

likes their real- 

Ulif] time wargames. 

Forget about Command and Conquer, Total 

Annihilation and Dark Reign, because 

Battlezone redefines the whole genre with its 

mix of first-person perspective shooting 

action and demanding strategy. 

If you missed out on our extensive review 
of this landmark title, then order your back 
issue right away and find out just what it is 
your missing! ■ 
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Prices/Copies Ordered: 

Issue One: £3.50. Issue Two: £4.50. Issue Three: £4.50. ^ 

Issue Four: £3.50. Issue Five: £4.95. Total Price: £. ^ 

Please send me.issue[s] of Ultimate PC 

Name. 

Address.;. 


Postcode.Tel No . 


Method of Payment 

D Cheque (made payable to Rapide Publishing) 

Postal Order ^ _ 

Please charge my credit card: A d Visa-"^-:' ^^ccess 

Card No:... 

Expiry Date:. ' . 

Date:.. 

Signature:. 
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Next month we witness the return of two of the all-time gaming classics when we 
take a look at the sequels to Urns 2 and Ml Tank Platoon. 



Issue eight 
On sale March 31st 
Don't Miss It! 


ULTIM ATE 
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he real-time wargame genre exploded on to the gaming scene with the arrival of Command 
I and Conquer, but it was Westwood's Dune 2 that first started it all back in 1992. And now 
it's back! We'll be revealing all about this exciting sequel. Dune 2000, next month when we take a 
first look at how work is coming along and take a trip down mempry lane as we rernember the 
landmark title that spawned one of the most popular gaming genres ever. We'll also be taking an in- 
depth look at Microprose's sequel to the Amiga-hit, Ml Tank Platoon. 

The April issue of Ultimate PC will also feature a full review pf Ubisoft's prpmising 
Redline Racer and Core's conversion of the PlayStation hit. Fighting Force. 

Let's not forget the Ultimate CD either, which will be fronting 
several exclusive playable demos, including Sierra's 
potential Championship Manager-beater, 

Ultimate Soccer Manager '98. 
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to master - PC Zone 





'y another game 


asingly insane 


Available 
Summer ’98 


Available 
April '98 




Tel; 01625 (+44 1625) 855000 
Web site: http://www.europress.co.uk 


PlayStation 


Plane Crazy is a trademark of Inner Workir>gs PSX and Playstation 
are trademarks of Sony Compiiter Entertainment Inc 









The most authentic football management experience on a PC! 

• The most accurate data available (Over 130 fanzines can’t be wrong!) 

• All new, realistic transfer system 

• Play with 6 leagues running at the same time!! (England, Scotland, France, Germany, Italy and Spain) 




In the optional Manager Mode, you can manage 
the whole stadium and team finances, or even 
float private clubs on ,the Stock Exchange. 


The all new interface is so easy to learn and 
use. that you'll have more time to think about 
players, tactics and training. 


www.ultimatesoccer.com 


UNLIMITED 








































